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What you will find in this book 


This book aims to help you write fantasy 
games for your computer by giving youan 
example you can play and taking you inside 
the program to see how it works. If youdon't 
know what a fantasy game is, you can find 
out on pages 4-9. 


The Dungeon of Doomgame 

Dungeon of Doom is the name ofthe 
fantasy game written specially for this 
book. The mules for playing it are on pages 
28-31. These pages are called the Book of 
Lore, as this is the name fantasy gamers 
usually give their notes concerning the 
mules and conditions in their fantasy world. 
There are detailed explanations of how the 
program works on pages 10-23. The 
program listing, which you can type into 
your own computer, is on pages 32-45. It will 
work on the Commodore 64, Vic, Spectrum 
48K, BBC and Electron. Conversion lines are 
given where necessary on the listing pages. 


Typing in the program 
The program for Dungeon of Doom is very 
longand not easy totype in accurately, so 
you should be prepared to take itslowly 
/ and check it as you go along. You may find 
‘the program explanations difficult to 
/ yanderstand at first, too, but don’t be 
discouraged. Take your time and readthem 
las often as youlike to make sure youreally 
follow them. It may help if you type the 
game into the computer first, then play it, 
referring tothe explanations as you go 
along to see how the programachieves 
whatyou see on your screen. 

You may prefer to play the game before 
inding out how it works so that you will not 
ow what to expect. To do this, go straight 
Page 32and typein the program without 

ingat pages 10-26. You will alsoneedito 
eon of Door ig 








e Bogkof Lore on pag es 28-31 f 











Going further 
There are some suggestions for expanding 
the program on pages 25-27. If youpractise 
making changes and noting their effect, you 
should be able to use what you have learnt 
to write programs of your own, using this 
book as a guide for ideas and techniques. 
If you getreally keenon fantasy games 
you will find lots of ways to extend your 
interest. Some of them are mentioned on 
pages 46-47. 























The story of Dungeon of 


Doom 

Slipping back through time, you chance 
upona land where dragons dwell and 
people use magic. Here, you find the 
once-fair Castle of Crekkan lying in 
ruins, devastated by the evil sorcerer 
Klimm. In the hewn-out caverns 
beneath the castle, monsters and magic 
traps guard the treasures that are 
stored there. 

The survivors of Crekkan tell you that 
worse than the loss of their gold is the 
loss of their Magic Idol, hidden inthe 
deepest level below the castle. They 
are desperately searching for a hero 
who can retrieve the Lost Idol before 
Klimm tums its powers to his own evil 
ends. They offer all the other treasure 
to whoever succeeds. Several intrepid 
adventurers have tried already, butso 
far none of them has returned, and 
people have started calling the castle 
ruins the Dungeon of Doom. Nowitis 
your tun to chance your luck, if you 
dare... 



























y DMT MEE SE? 
< A AE eT, k y- 4 y y ff Vs 
<= = ~ _Theaimofthe gameisto gain’ {7 
~~~ witha difference. Anadventuregame __~ experience and survive. A characteris” 

—. _usuallyinvolvesadangerous _ ‘ _ rewarded for success by being granted ] 
~~ expedition, or Quest, with obstacles to higher status, so a player can use the 
~ >= overcome, enemies to face and ~ same hero in lots ofadventures and his 
“s treasure to find. In fantasy games the ~ powers will develop all the time. 
~ added challenge isthatplayersdonot ~ = Inarrole-playing game, several 
e play as themselves but take ona players may take different character- 


-character, or role. Because of this they types and go ona quest together, buta 
Y are often called role-playing games, or player can go onasolo quest, asin 

RPGs. The nature of each character, Dungeon of Doom, and this can bea 

including its powers and limitationis, is good way of] i 

determined before the game starts an 7 

players must react to the problems1 S 


the adventure aeCording to their 
character-t 















J~ “Double door 


Silver coins 


dice are used in 
ei tpecoee stair owed Dungeons and Dragons* 
ides allow different Anybody can invent a character and think 
of adventures for it, of course. But asa 

calculated: fantasy game gets more complicated, with 
lots of characters playing, and more 
monsters, magic and treasures, it is useful to 
have aset of rules as a guideline for 
conducting events. This ensures that the 
game is consistent and fair to all players. 

The first people to publish the niles they 
had developed for their fantasy game were 
two Americans, Gary Gygax and Dave 
Arneson. They called their game 
Dungeons and Dragons* and itappeared 
in 1974. Inthis game, you use many-sided 
dice, like the ones shown here, to decide 
character-types and calculate the outcome 
B-sideddie Of battles. Youdrawa map as youexplore, 

like the one that has been started on this 


page. You can buy Dungeons and 
Dragons, and many other fantasy games 
‘ 20-sided die that have been invented since, ingames 
4 shops (see pages 46-47). 
*Dungeons and Dragons is a registered trademark owned by TSR Hobbies Inc. 


12-sided die 







10-sided die 
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Fantasy games for computers 






GUDRUN ARRIVES 
ARNOLF ATTACKS GUDRUM 


Although Dungeon of Doom isasolo 
game, you can create a variety of 
characters for yourself, as ina non- 
computer role-playing game. You can 
also design dungeons, which appear as 
aplan on your screen. This screen 
shows a half-planned dungeon for 
Dungeon of Doom*. 

Some of the computer games you can 
buy are given on page 46. 


What sort of program is 
Dungeon of Doom? 


The program for Dungeon of 
Doom could be described asa 
“calculating database”. This 
means that the program is based 
on numbers, and actions inthe 
game are decided by calculations 
involving the relevant numbers. If 
this sounds complicated, don’t 
worry; it is explained in detail 
later on. 

The program uses sound 
effects for battles, and graphics 
which you program yourself 
(called “user-defined”). Once you 
understand how these work, you 





One solution is to use computers simply as 
an aid to fantasy games, and there are 
programs just for making characters, 
planning dungeons or deciding combat 
results. New games are appearing, though, 
which use graphics for locations, like the 
one shown here, or in which the solo player 
can take a different character each time he 
plays, or play with several characters at 
once. 


=. n 
aga 


gate 


X 


zx 
\ oontin” 


. 


can adapt them for programs of 
your own. 

The structure of the program 
could also be adapted. It is 
divided into three inter-relating 
parts. The routines you use to 
create dungeons and characters 
are programmed separately, then 
your creations are loaded into the 
game program when needed. 
You could use this structure in 
programs other than games 
where you want to work 
something out first and add the 
result to the main program later. 


*Screen display may vary slightly on different computers. 
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Dungeons and characters 








To play a fantasy game, you first need a dungeon and a character who is armedand.. : 
ready to enter it. . 








Here isa picture of some 
dungeons. There are three 
levels. The top one is the 
first one you enter and is the 
easiest to survive in. They 
get more dangerous as you 













What is a dungeon? 
Adungeon is where your fantasy game takes place. It is 
usually called a dungeon, but it doesn’t actually have to 
bea dungeonat all. Dungeon of Doom is set beneaththe 
ruins of the Castle of Crekkan, but you could venture to 
another planet where aliens are plotting the destruction 


















































of Earth, or into a cave where prehistoric creatures have go down but there are 
survived. Evena city like London or New York could be greater treasures, too. 
the location for an exciting game. When you plan your 
Tobe really convincing, your dungeon should be dungeons it is up to youto 
filled with creatures and things that you might expect to grade them so that courage 
find there. Ina cave you might find a magic sword and and experience are 
properly rewarded. 


evil trolls, but in Space, Martians with laser guns would 
be more likely. 

Make your treasure appropriate, too. ASpace 
adventurer could be searching for the Martians’ plans to 
destroy the Earth, or a Knight of Old might be seeking 
buried gold. 






SC SRK 

















Dungeon levels 
Once you have collected the treasure from your 
dungeon and escaped alive, you can have further 
adventures in your fantasy world by inventing more 
dungeons, which should get progressively more 
difficult. Your character must gain experience inthe 
easier dungeons, though, before he can try his luck in fiihe 
more dangerous ones. 


attributes, such as strength, agility, aura 
(magical ability) and so on. These are 
Acharacter is the hero who enters your decided before the game starts. In 
dungeon. Like everything else, he should fit Dungeon of Doom the computer gives you 
logically into the setting. A Knight of Old ascore beside each attribute which shows 
wouldn't get far on an alien planet. how much of that quality your character has. 
Every character ina fantasy game has You also get a few modification points with 


Scholar 


Inventing a character 








Barbarian Knight 
















strong, but stilla 
good fighter. 
always rush into a fight. High intelligence. 
No magic. Some magic ability. 


Very strong and fuer 
Loves to fight. 
Low intelligence. 
No magic ability. 












— you can change your: scores sif you 
want more intelligence, or less strength, for 
example . 

The attribute scores determine your 
character-type. If you use your modification 
points to change them, then your character- 
type may change, too. (Making a character 


Magician Thief 
: 


for Dungeon of Doom is fully explained on 
pages 18-19.) 


These pictures show some possible 
character-types and their attributes fora 
typical dungeon setting. It's your job to 
make the best use of your character's skills. 


Dwarf 





Trading post and dungeon master 


In most fantasy games, the character you create will have the chance to visit ashop 
or trading post to buy provisions before setting offona quest. Dungeon ofDoom 
follows this pattern and presents the player with a choice ofarmour, weapons, 
food, magic items and lights which the hero can buy. The computer shows how 
much gold the character has to start with and he can spend it as he likes. 


Metal armour is 
strong but also 
heavy. Slows 
character 

wn. Le: 


; ae aa, 
Here are some weapons ~~. = Bro 


™might carry. . 
xy \ Below are some of the magic items you might 


Necronomicon es 


“wippabell er oa ‘ What different charactersbuy 


In most fantasy games, the rules limit what 
‘Aroulets each character-type can buy. This makes 
(ornaments things fairer. A magician, for example, may 
with magic signs} be allowed to buy magic items but no heavy 
to ward offevil). | weapons, while a barbarian can buy arms 
and armour but no magic. This means that 
each character-type must fight according to 
his special skills. 

In Dungeon of Doom the computer 
refuses to let certain character-types buy 
certain items, so that none of them has an 
unfair advantage. When youcreate 
different dungeon settings and character- 
types you will probably find it necessary to 
have limitations like these, too. 


Bargaining 

Itis quite normal to bargain for goodsinthe keep trying until the price is agreed. The 
trading post. The computer allows the Book of Lore on page 29 tells you how you 
player to bargain in Dungeon ofDoom,but canspend your gold and bargain for goods 
may not accept his first offer, so he must in Dungeon of Doom. 





Wil PZ 







——— 


 Allcharacters need food and 3 
clothing, of course. 
“ 


reget ah 

. EM p ~ All sorts of other things might 

See SS be useful and could be for 

Who plays the dungeon master? 
In Dungeon of Doom you are both dungeon 
master and hero. You create the dungeon, 
then, when you enter it as a character, the 
computer takes over the dungeon master’s 
role. You can find out how to create your 
own dungeons on page 28. 


















The computer as dungeon 


master 
The computer keeps track of the state of 
play. It reveals the dungeon as your 
character explores, and changes his 
attributes as things happen to him. For 
example, his strength score will go down 
during a fight, and his experience score will 
increase. All the treasure he finds is 
recorded, too. 

















An unknown dungeon 
You will probably not remember the exact 
location of objects in your dungeon, 
especially if you create more than one level 
at a time. However, if you want the dungeon 
to be acomplete surprise to your hero, 
perhaps you could persuade someone else 
to design it for you. You and a friend could 
make dungeons for each other. 






















‘ Practise being 2) 
/| dungeon oo “F Dick’sStore 
Ny 2° ee 
1 master se Disguises 
Try to think what the 5] Bullets 
ri characters might need Pistol 
J for a fantasy game in 


space, or in vampire 
country, or ina detective 
story setting? These 
shopping lists will give 

| youa start. 
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The Dungeon of Doom program 


Agood computer fantasy game program must let you make dungeonsand 
characters, and must have exciting action routines, too. Each of these usesmemory 
space and you might not have enough room if you try to put them all inone 
program, so Dungeon of Doom is divided into three shorter programs, called the 
dungeon generator, character creator and game module. Eachone is kept ona 
separate cassette and you use them one at atime. 





The dungeon generator 


This screen shows a partly-designed 
dungeon, made using the dungeon 
generator program.* This allows youto 
place objects on the dungeon plan using 
graphic symbols. You move the cursor into 
position, then place an object there by 
pressing a number key. Each symbol 
occupies a letter-sized space on the screen. 


The character creator 


The screen above shows a character being 
made using the character creator.* This 
program is in four “pages”, which appear on 
the screen one at atime. The first page 
shows attributes and modification points for 
changing them. Any modifications you 
make may change the character-type, 
which appears on the screen. You cannot 
modify the experience score; more points 


PoTION MONSTER THEO S TE Ce 






The whole dungeon plan is 15x 15 sp aces. 
This leaves enough room on the screen for 
the rest of the display (messages and 
attribute scores) and does not use up too 
much memory when fed into the game 
module. Once you have typed the program 
into your computer you can save it ona 
cassette. Then save the dungeons you plan 
onthe other side. 


DIFICATION 
Moots 








must be earned. , 

The other three pages offer goods for 
sale and gold coins to spend. There are 
limitations on what items different 
character-types can buy, and they can all 
be bargained for. Finally, you can name 
your character, using up to ten letters. 

You can save the character creator on 
one side ofa cassette and any characters 
you make on the other. 


*The screen displays may vary slightly from these on different computers. 


The computer numbers your 
dungeons so you can save 
them one after the other, with 
easier ones first and more 
difficult ones later. The 
object of the Quest (the Lost 
Idol) should be in the last 


Only attributes that change 
appear onthe screen. The 
others, such as luck, affect 
the outcome of various 
actions but remain constant 
once the character has been 
made. 


Saving the game 
You can save the game module programon jf By using three cassettes like 
one side ofa third cassette. You can then this, youcanmakeorerase |e 
save a game in the middle of play onthe dungeons and characters as oq 
other side. The attribute scores and the you ee nave, a aene 
hero’s position in the dungeon will be saved emit ont accidentally 
3 g part of the program. 
so you can start again where you left off. Remember to label your 
cassettes clearly. 





What the game module does 


These two pages show you the structure of the game module program. Theactions 
in the blue boxes show the main order of events. If you follow the red line from 
START you will discover how the computer works through the program anddoes 
all the jobs necessary to play Dungeon ofDoom. 


6. These are the moves the 
player can make. Each one 
involves a complete set of 
actions started off by the 
player’s instruction. Each 
set of actions is calleda 
subroutine. There are more 
subroutines than is 
suggested here, as, for 
example, when you Conjure 


there are eight different 
spells to choose from, and 
Attacking uses different 
subroutines depending on 
how the battle goes. 


SOUNDS 







cue sivas eles Does this sub- 

EAST a routine use a 
7. These subroutines are not chosen by the - noise? 
player; they are activated by the 
subroutines in the yellow boxes. There isa 
message at the end of each subroutine to 
send the computer back to the next action in 
the main order of events (the next blue box). 
The computer will repeat a subroutine 


every time it is told to. 





10. Ifthere are no monsters or trapsto 


This is Aa aie I .s be activated, the computer moves onto 
Aa aie to know. the next action. 


mr FACIN 
Sout “ Which character will it be Leo al 


. \s Barbarian, Warrior, Wanderer, Mage . 
2. Here is the INITIALIZATION 


section. It contains data stored in 

arrays. How you set up arrays and why 3. Next, the computer reminds the player 
they are keptattheendoftheprogram _toload the hero and dungeon he wants to 
is explained on page 14. use from their cassettes. 




























1. The first thing the computer does is go 
right to the end of the program tothe 

INITIALIZATION section. This is where the 
information, or data, for the game is stored. 


4. The computer now has all the 
information it needs to play the game. It sets 
up the screen ready to start by putting the 
hero at the entrance to the dungeon and 
displaying his attribute scores on the screen. 


5. Itthen checks the keyboard to see ifthe 
a player has pressed a key to tell his 
TY 





character what to do. If he has, the 
computer will branch off from the main 
order of events to deal with the action chosen. 





ER 
et ee / 8. Sometimes the computer makes a move 
in response to the player’s move. These are 
4 mm also dealt with by subroutines which are not 
BNorree as inthe player's control. 


9. Here are the 
subroutines the 
computer can use. 
They activate 
monsters and traps. 


TRAP 
%. 
Ny a 
a “ 


11. Before the player can give the next 
instruction, the computer has to calculate 
the new status of dungeon and character. 
These are affected by everything that has 
happened in the subroutines activated by 
the player’s last instructions. 

Ifthe hero is still alive, the computer goes 
back and waits for the player’s next 
instruction. If he has been killed, it ends the 
game. If the player wants to interrupt the 
game, the computer can save it. 
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What the dungeon 






























generator and character 
creator do 

On the last two pages you saw how 
the computer works through the 
game module program. The 
dungeon generator and character 
creator programs have a similar 
structure, although they are shorter 
as they have fewer jobs to do. 


This is what the dungeon generator 
program looks like: 


And here is what the character 
creator program looks like: 


If you compare these with the game 
module, you will see the similarities. 
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*Machine specific conversions start on page 45. 
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Storing the data 


Here, and on the next nine pages, you 
will find explanations of how the three 
parts of the program work. On this page 
pio) bKerctewiteCoKe)bia-lole)biplaltaCclarzcleceyee 
Each part of Dungeon of Doom has its 
own initialization section, and it is this 
which contains the data the computer 
bota{olo shop abiehdel-yo)colescaleey 

UKoy e)binel-it-Bleloniel-Kee)snielicyarre)nt 
have to tell it to put aside space inits 
memory. This space is called an array 
and it is like a row of boxes. Anarray for 
Dungeon of Doom might look << 
like this. ; 


<# 
oe 










Your array must 
have aname soit 





The array below is called T$(yousay“T 
stati mee) aul Wo (o)IC-Taeg MM (doroyate-Viatopaal~) 
messages to be used in Dungeon of Doom. 
It has to have the sign $ after itsname 
because the data in it is words. It is calleda 
string array. A numbers-only array canbe 
labelled without the $. These lines from the 
game module show how to set up this 
array.* 


Wnouicer | T$(7Z) is the message “NO LIGHT”. 
What is T$(3)? Answer on page 47. 


BA 





What is in location 
R(15,12)?** 


** Answers on page 47 












In BASIC you write 
DIM to dimension an 
array. Two arrays 








Here are the 
messages. There 
are 12 of them. 





2540 DIM WE(11), 1512). 5 
2610 DATA "A GOOD BLOW", "WELL HIT SIRE*,’THY AIM IS TRUE" ,"MISSED!","HIT THEE! !* 

2620 DATA "THE MONSTER IS SLAIN","NO LIGHT“, "BROKEN THY ","SPELL EXHAUSTED* 

2630 DATA "PRESS ANY KEY", “you NEED EXPERIENCE", "EXIT FROM THIS LEVEL" 


ane 


FOR I=1 TO 12 fr 
2650 READ $1) 
2660 NEXT 1 


To put the data in the array the computer 
ee loops round 12 times and puts one item of 
; data from the data list into the next space in 






the array each time. 
Licgecsmersip , ‘. Whenever a message is needed during 
& ! Re the game it will be referred to like this: 
ay T$(S), where the number in brackets tells 
a7 3 the computer which box to look in. 
‘<= 


2D arrays 


T$ is a one-dimensional (1D) array. Dungeon of Doom 
also uses two-dimensional (2D) arrays. A 2D array is like 
rows of boxes stuck together in a unit (see picture 
opposite). This unit stores the room-contents of the 
dungeons you plan. It is called R and contains 15x 15 
boxes. You dimension it like this: DIM R(15,15). A boxin 
the unit is referred to like this: R(3,2). The first numberis 
the column it is in, and the second is the row. 

The character creator uses a 2D array for the four 
pages of attributes and possessions. Each page holds 
eight items. To refer to any individual item, you tellthe 
computer which page it is on and its position in the list. F 
is the label for attribute scores, so F(1,4) is the fourth 
attribute on the first page. 
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How the dungeon generator works 

In the dungeon generator program you initialization section. 

use graphic'symbols that are not The example below shows how the 
standard in your computer's memory -— potion symbol was designed and 
monsters, potions, treasures and so on. programmed. The same method is used 








These are called “user-defined 
graphics” 





ML On a piece of p 

ca SO ops Br Pe 
Sqvawes bo represent Che 

Space your Symbot arill Occupy - 


Squares and alt Keyboards Sytrbots 
are defined in an area of 8x8 


2 Shade in the Sqvares to make the 
Shape you want, 


> Define the Symbot for your Com 


give avalue &o0 each row) 


together the numbers aé the top 


Square . 









1030 DATA 0,80,24,60,126,126,126,40 po 


The way you feed this data into your 
computer varies enormously. Space has to 
be found for it inthe memory, where 
everything is referred to by code.( Most 
micros use the same code, called ASCII- 
American Standard Code for Information 


Putting symbols on the 
screen 
You place symbols on the screen by 
pressing a number key. The computer 
needs instructions for relating the key you 
press to the ASCII code for a particular 
symbol. Here are the lines that do this: 
i aoe ~ 


ee 
39 


and are programmed in the 





















Your orhole Screen w made up of Einy 


Squares So your new Symbot WU be, too. 


row by row. To do Ehés you number 
the coloyans as in che pictvre.Then 
adding 


each column Where there is a bheded 














A number is the same as any other 
eyboard symbol to the computer and is 
referred to by an ASCII code. VAL tells the 
computer not to refer to the code for that 
16 key, butto its face value. 


whatever micro you have, although the 
commands may differ. 





M8 6F 32/68 4 2 
















0 

4+Qtlot32=60 
8+16=24 
4+8+16+32=60 
2+4+0+16+52+64=126 
2+4+8+16+32+64=1 26 
2+4+8+16+32+64=126 
4tBt o+32=00 

























er 








cS 
Interchange). Many of the available code 
numbers are used to refer to the keyboard 
symbols and other data the computer needs 
to work. But most computers have some 
“spare” code numbers that can be used to 
label new data put in by you. 


R(X, Y)=location CO=OS+6 I=key pressed 


OS is an offset number, used to calculate 
ASCII codes for graphic symbols. Here, 
OS= ASCII code for the first symbol. The 
next one is OS+ 1, and so on. However, the 
first five symbols are only used in the game 
module (see page 44) and do not relate to 
number keys, soa definition C0 is 
introduced. CO=OS+6 (see line 770). The 
computer now skips the first five symbols 
and calculates C0+I to find the correct 
code. 


More routines in the dungeon generator 


The dungeon generator’s job is to let you your dungeon plan. Here are the commands 
position the symbols you have defined on that allow you to doso: 


Sends the computer to the Help 

H routine, which reminds you A Moves cursor up 
which number represents which screen. 
symbol. 


Saves dungeon 
(see below). 





agar ence a 


120 IF T$="A" AND Y>1 THEN LET Y=Y-1 
130 IF [$="2" AND YC1S THEN LET Y=Y¢l 
140 IF T$="N* AND X>1 THEN LET X=X-1 
{56 IF 1$="M* AND X<15 THEN LET X=X+1 
160 IF I$>"/* AND 18¢":" THEN GOSUB 230 







down screen. 


(=| 
fz) Moves cursor 
“N 


Moves cursor to 
the left. 


Moves cursor to 
the right. The symbols that come 

between “/” and “;” inthe 

computer’s memory are 
Saving the dungeon mummers; 
Finally, the dungeon generator must allow astring variable, called S$.S$ can then be 
you to save your dungeon. It does this by loaded into the game module. Here you 
remembering which symbol is ineach can see the save and load dungeon 
location (a blank counts as a symbol, too) routines side by side. 


and saving this information ina long line as 
























DUNGEON GENERATOR 


470 FOR J=1 10 15 
480 FOR K=1 10 15 


490 LET S$=S$+CHRS (RIK, J) 
500 NEXT K 
S10 NEXT J 


GAME MODULE 


17 tab (0,3); "PREPARE DUNGEON TAPE 
1780 LET MS=1$(10) :60SUB 370 
1790 OPEN 1,1,0,°LEVEL* 

1800 INPUTEL S$ 
1810 CLOSE 1 

1820 I=1 

1830 FOR Y=1 10 15 
1840 FOR X=1 TO 15 
1850 LET R(K,Y) 
=ASC(MIDS (S$, 1,11) 
1860 LET I=I+! 
1870 NEXT x 
1880 NEXT Y 
1890 LET Tage (n108($6,1,1))-05—L 
1900 LET IY=ASC(MIDS(SS,1+1,1))-08 













520 LET S$=S$+CHRS(1X+0S): 
LET S$=S$+CHRS(1Y+0S) 















530 LET S$=S$+CHRS(LE+0S) 
S40 PRINT tab(1,4)"ANY KEY TO SAVE": 
GOSUB 430 


550 OPEN 1,1,1,*LEVEL* 
560 PRINTE1 S$ 


1910 LET LE=ASC(MIDS 
(S$, 1#2,1))-05 



















570 CLOSE 1 1920 IF LE)F(S) THEN GOSUB 1960:60T0 1770 ad 
580 PRINT tab(1,4); 1930 GOSUB 2790 
LEFT$(B$, 4) 1940 LET NX=IX:LET NY=IY:LET OX=NX:LET OY=NY: 








590 LET LE-LE+1:60SUB 700 LET D1=255 
800 RETURN 1950 RETURN 17 


*Noton the Spectrum. Conversions are given where these commands occur. 


How the character creator works 


These pages look at the character creator. Initialization is at the end of the listingas 
usual. Have alookat the arrays. It is easy to pick out F$, which names the 
character's attributes and goods for sale as it isa list of words. But there aretwo 
number arrays which you may find confusing. These are explained below. 


fon DATA 20,46 TESTE BIBS 9/120 Dara a 
9,9, 14 8,856 ° a 


1750 DATA 18)15)9s75! 
1260 DATA 20,19) 14512) 10,8648 mat 


= 











° 


















a 13,2,2,3 


This one is called P (for “protection”)." 
numbers show how much offensive power 

F$ is a word (magic, weapons) or defensive power 
array. They are (armour, potions) the goods in F$ have. The 
two completely computer uses these values inaction 
different things. / routines in the game module. 


Remember F is a 
number array and 


7 A Barbarian, Warrior or — 
Wanderer can buy chain 
}/ armour, as their flags 
are on (1). The others 


——— —\ can't, as their fl 
© {14 DATA*OO001", "00011", "10011"... “Range ae 


© 1150 DATA'OOOLI", "00011", "10011"... 
© 4160 DATATI1100", "00100", "11100". 


Routines in the character creator 
The lines below define the character-type 120 If intelligence score is more than 6 and 





according to changes inimportantattribute morality score is more than 7, then 
scores. If you look in F$ and C$ to find the character-type will bea cleric. 

words you need you can “translate” these See if you can write similar sentences for 
lines into sentences: the other three conditional lines.* 



















attributes are 
concerned, read F$. 
The section on 2D 
arrays on page 15 
tells you how. 4 





& epee ae x Noe Character- 
types are 
named in 
c$. 












130 IF F(L,4)>8 AND F(1,7)>7 THEN LET C=3 
140 IF F(1,1)97 AND F(1,B)25 AND F(L,1)+F (1,2) 210 THEN LET C=4 
150 IF F(1,1)98 AND F(L,2)4F(1,3)>12 AND F(1,8)<6 THEN LET C=3 





Finding items on the lists 
The character creator is in four pages with It says (J—2) 


because the top 
two lines aren’t 
items on the list. 


eight items on each. The line which tells 
the computer which item you want to 
modify or buy looks like this: 


5 > STRENGTH 
270 LET N=Be(J-2)+K VITALITY 
Nis the item you indicate with the cursor. Hea ‘ GENCE 
Jis the number of rows used on each page. EXPERIENCE 
K tells the computer how many rows to go Luck 


down the page to find the item. 
18 8tellsit that there are 8 items on each page. 





* Answers on page 47. 


Bargaining 


Bargaining is an important part of the 
program. Here’s how this routine works. 





You type in 
the amount 
you offer. 





© 570 LET MS="*:60SUB 840 
580 PRINT tab (2, 
590 INPUT OF 
600 GOSUB 680 
410 








629 LET PR=F(J,K)-BR 










between 1 and 3. 670 RETURN 


Your character is saved ina similar way to 

the dungeon (see page 17). The data inthis 
case is not graphic symbols, but numbers. 

However, to avoid the numbers being 


CHARACTER CREATOR 


430 LET S$=CHRE(O+AS) 


440 FOR I=! 10 6 

450 LET S$=S$+CHRS(F(1,1)+AS) 
460 NEXT 1 

470 FOR I=1 10 0 


480 LET S$=S$+CHRS(0(1) +AS): 


490 NEXT T 


500 LET S$=S$+CHRS{H+AS) 
SiO LET S$=S$+CHRS (AS) 


520 LET S$=S$+NS+" ;“#C$(C) 


530 OPEN 1,1,1,*HERO* 
540 PRINTEL SB 

550 CLOSE 1 

560 STOP 


2); "YOUR OFFER"; 


IF G(N}?0 AND h423 THEN LET N¥= 
“YOU HAVE IT SIRE": RETURN 


IF H<PR THEN LET MS="YOU CANNOT AFFORD*: 


4 430 
This calculates RETURN 
the bargain 640 IF OF SPR AND Y=1 THEN LET O(N)=O(N)+#P(N): 
Price — LET HeH-PRSLET M$="T13 YOURS!" 
eld). BR a 850 IF OFSPR AND Y=1 THEN LET MB="OFFER REJECTED" 
random number 660 IF H<O THEN LET H=0 









Subroutine 860 tells 
computer where to 
display message. 










This subroutine 
checks if flag is 
on or off, to tell 
the computer if 

the character can 

buy this item. 

























This prevents you i 
buying more than one 
of each item, except 
potions and salves 
(objects 23 and 24). 







































H=gold coins left. 
If it’s not enough 
to pay the original 
price of the item, 
you can’t buy it or 
even bargain for it. 












confused with ASCII codes already inuse in 
the game module, they are saved as if they 
were symbols by adding an offset number, 


2030 OPEN 1,1,0, "HERO" 
2040 INPUTEL, 1 <i 

2050 CLOSE 1 

2060 LET P=2 


2070 LET OT=ASC(MID$(S$,1,1)} no 


2080 FOR I=1 10 8 

2090 LET F(L)=ASC (MIDS (S#,P,1))-AS 
2100 LET P=P+t: 

2110 NEXT 1 

2120 FOR I=1 TO OT 

2130 LET O(1)=ASC(MIDS (S$,P,1))- = 
2140 LET P=P+1 

2150 NEXT 1 

2160 LET GC=ASC(MIDS(S$,P,1))- . i 


2170 LET TR=ASC(MIDS$(S$,P+1,1))-AS 
2186 LET CS=RIGHTS(S$,LEN(S$)-(P+1)) 
2190 LET St=F(t):LET S2=F(2):LET S3=F #5) 


2200 FOR 1=1 10 2 
2210 FOR J=1 10 3 


2220 LET N((1-1)#349)=0 (1641) #F (7) 

2230 NEXT J:NEXT 

2240 IF O(1o)=1 THEN LET LT=20 

2250 RETURN 19 


*Not on Spectrum. Conversions are given beside listing, where necessary. 
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How the game module does its job 


The game module deals with the hero's encounters with objects in the dungeon. 
The graphic symbols for these objects are defined as C0-C8, so you canspecify 
certain symbols, or groups of symbols. C7 is the last object before the monsters, for 
example, so you can say that objects with a value of more than C7 should behave 
like monsters. 


Service subroutines 


These subroutines are shown inthe pink 
box in the picture on pages 12-13. They are 
routines for messages and sounds which 
are frequently activated by the action 
subroutines (in the yellow boxes). 


380 PRINT tab(0,5) m8 
390 LET Iseinkeys 
400 IF Is=** THEN B0TO 390 


410 PRINT tab (0,5) ;LEFTS 
(BSW) :LET MS="* 
























These are 
screen- 
handling 
commands 
(see right). 






The one above tells the computer to printa 
message, then wait until a key is pressed. It 
is used in the conjure routine when you have 
to choose a spell. The one below printsa 
message on your screen fora 
short time. 
g 430 paper 2:ink 0 

4440 PRINT tab(0,5);M5; 
450 FOR D=1 10 00:NEXT D 
460 PRINT tab (0,5) ;LEFTS 
(BSW); :LET MS=* 


















Message stays 
on your 
screen while 
computer 
counts to 600. 














Here are some more 
screen handling commands. 








Sounds 

The other service subroutines are sounds. Sound commands vary, but they must give 

volume (how loud), pitch (how high) and goon (how long). This is easy to see on the BBC: 
volume eae duration 

350 SOUNDL,-15,J,2: RETURN oO] 


oO 
360. SOUNDO,-15,7,3:RETURN e 


°° eo} 


The Commodore 64 has to POKE the data for sounds into registers (special locations for 
sounds inthe memory). Two sounds are used, a “beep” and a “swish”. The Spectrum can 
only make “beep”-type sounds, so two different “beeps” give the different effects. 
Inthe first line given above, a variable, J, has been used for the pitch, so you cangive 
instructions like this: = 
Ba, ae Se, eal ~—4 
1380°FoR J=t 10 20 STEP 4 2 






1360 GOSUB 350 


1370 NEXT J oO} 


These lines will work on all the computers. This causes the pitch to rise from its starting point (1), 
toa much higher pitch (20), not by producing every sound on the scale, but only every fourth 
sound (STEP 4). 


*Machine-specific methods of giving screen-handling commands are given on page 32. 


The conjure routine” = — ie 
, The biggest subroutine in the game module is the conjure routine. In fact it consists ofseven 


@ subroutines. This mayseema lot, but magic is an important part of a fantasy world andmost 
~*  Character-types can use at least some spells to help them in their quest. 


First the computer must check to see whether your character can use magic. Here isthe 
subroutine which does this: 


0 PRINT tab(0,1);"YOU MAY USE NAGICKS*; These lines check if you bought 
BrOi0 IF O(17)50 THEN PRINT tab “FRON NECRONOMICON*; |_ the Necronomicon, O(17), or 
1020 IF 0(18)30 THEN PRINT tab(¢ RON THE SCROLLS"; | Scrolls, O(18)and printa 
1030 PRINT tab(0,4); "CONSULT T 
1040 LET M$=“USE SPELL NUMBE 6 nds computer to first type of message 
19 SL=e¥ I ine (see service subroutines. 
1060 IF SL=0 OR (O(L7)=0 AND SL¢Sb Gk = e 


message. 


(G(18)=0 AND SL73) GR SL>b THEN GOTO 10 
If you press the number ofa spell you ha 
got, computer asks you to try again. 


1080 IF N(SL}<0 THEN 

A 1090 FOR J=1 TO S:PRINT tab(0,J) sLEFTS (BS, 
1100 GN SL GOSUB 1140,1190,1220,1280, 1 
1110 LET FUS)=F(5)+.2 
1120 GOSUB 430 





Sanctuary. If room character is in (RH) is : ¥ 





4 4 empty, it turns into a protected space (C7) wr 4 
alit mantibouc Sheek where he can hide. Py 
es ake Character extra strong 4196 IF RH=CO THEN LET R(NX,NY)=C7 ‘ 
F n E 5 1200 LET J=100:605UB 350:LET J=200:G0SUB 35 x 
g P t H(S yy 210 RETURN 
Metamorphosis: Whatever is in this se an " 
A eror tiles Pel-reo-ceKoricumleiatipeineloume location bec 
1300 FOR J=1 10 30 j 0 LET NXernd 4 
1310 LET RONK,NY)=rnd (8) +1+C0 / ‘ 30 FOR J=0 10 255 STEP ¥ 
1320 GOSUB 350:G0SUB 570 240 BOSUB 360:60° 0 e 
1330 NEXT J 0 NEXT J 
° 1340 IF RHCC7 THEN LET D¥=255:LET- MS=0 b0 BOSUE 48 
[ 10 FOR J=1 TO 20 STEPA Sepa : 
1360 GOSUB 350 wees , Ee eke 
| 1370 NEXT J 3 
Ifitis used ona monster and newobjectis ~~ Superzap. These are sound subroutines. 
NOT ee bine , this line Sai Computer loops through them twelve times. 
e! isnolo: : 
computer there is nger a monster: 1140 FOR det TO 12 ! 
1150 GOSUB 350:G0SUB 340 ~ be 
* 1160 NEXT J e 
$170 1F DX¢255 THEN LET X=MXsLET Y=HY:G0SUB 940 
1180 RETURN NG 
g st > gtha Ifthere’s a monster, computer goes to se Le 
° vita to their starting values routine to “kill” it (remove it fromscreen). A 57 
> ’ \21 


ae] 
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More routines in 
the game module 


Here you can see the remaining action 
ibleycolblevelossplensel-Ker-levt-pee(elolbl (emma) 
these routines you will find that all the 
(ol et-ve-Vol(cyacx-1inel e)biiw¥-14(e Ne) 0)(-e1 


If the character has no light, 
this message tells him so. 


a 









































Save game 

These lines save the dungeon contents and 
character's attribute scores inthe same way 
asinthe dungeon generator and character 
creator, only the graphic symbol that 
represents the hero is saved, too- 

7260 2260 LET HS="OKE MOMENT PLEASE :G0SUB 430 


7280 FOR Y 
2290 FOR 1=t 10 15 


7300 LET TS=TS+CHRS (ROLLY) L These lines save the 
7310 NEXT % dungeon by making 


7320 NEXT Y : f 
2330 LET TS=TS#CHRS (OSANKD string variable of 


2340 LET T$=TS#CHRS (OS+RY? 
2350 LET S$=S$4CHRS (AS#OT) 


2360 FOR . 
7370 LET $$=S$+CHRS(F (1) #AS) And these lines save 


2380 NEXT 1 attribute scores and 
2390 FOR 1=1 10 OT objects carried in 
2400 LET S$=S$#CHRS (0(1) 48S) another string 
2410 NEXT 1 variable. 

2420 LET S$=S4+CHRS(GC+AS) 

2A30 LET S$=S$+CHRS(TREAS) 

2440 LET S#-S$¢C$ 


2450 LET MS="ANY KEY TO SAVE": 
2460 OPEN 1,1, sPHERO*:PRINTEL 5 CLOSE 1 


7470 OPEN {41,1 "LEVEL" :PRINTEL T#:CLOSE 
2480 LET Fl=1 2490 REIN 


the object-types in 
each location. 








De-bugging 





Itis not easy to type the Dungeon of Doom program listing into your computer. Itis 
very long, and just one mistake, or bug, could prevent it working properly. Sotake 
itslowly and stop to check what you have typed every 20 lines or so. Take a breakif 


you feel your concentration is slipping. 


Whenever you are programming there 
are certain bugs that frequently crop up. 
Take care, for example, not to confuse 
zero with the letter “O”, or the figure one 
with the letter “I”. Remember that every 


InDungeon of Doom there are anumber 
of long program lines. The longer the line, 
the easier it is to miss something out so itis 
worth concentrating extra hard when you 
come across one. Calculating lines inthe 
game module tend to be quite longand 
involved, like this one: 


850 LET H=F(1) +041) +0(2)+0(3) 
+0 (4) +0 (5) +0(7) +018) +rnd (F (4)) 


If objects behave ina strange way when 
you play, such as your character cannot 
pick up a “gettable” object, or can walk 
through walls, you should check to make 


If you dimension an array and leave out 

one of the items of data that should goin 

it, your computer will look for the 

missing item in the next data line. 
Number 

DIM (8) missing 

DATA 10,11,1,4,6,4,9, here. 

FOR I=1 TO 8 READ C(I) :NEXT I 

DATA “SWORD",“AXE", "DAGGER" 


The computer will attempt to find the 
eighth item on this line. In this example 
you get a “TYPE MISMATCH’ error as 
the computer tries to put a word intoa 
number array. Even ifthe data is 

4] compatible, you will eventually get an 

#/ error message as there will not be 
enough data to fill the arrays. 


letter, number, space and punctuation 
mark is important. If you leave any out, or 
add extra ones, the game will be altered 
and may not even work at all. 


This line calculates the character's hit 
power. It uses a lot of brackets, which look 
confusing. Note especially the double 
bracket at the end. It is absolutely 
necessary to the sense of the line, sobe 
sure not to miss it out here, or in other lines 
where it occurs. 


sure that the object-type definitions C0-C8 
(lines 2930-2940) refer to the right 
symbols, as the computer uses them to 
define the behaviour of objects. 


If you load a dungeon when the game 
asks for a character (or the other way 
round) the computer will load what you 
feed it, but will not be able to make sense 
of it and you will get an unfamiliar 
arrangement of symbols on your screen. 
Ifthis happens, you will have to reload 
the game module and start again. 





Expanding the game 


Once you are familiar with Dungeon of 
Doom, you will probably think of ideas 
for changing or improving it. Making 
alterations is a good way of practising 
programming. It'sa good idea to make 
small changes first. If youmake more 
complex changes remember to check 
every part ofthe program that is affected. 
This is especially important in Dungeon 
of Doomas there are three inter-relating 
parts. 


Numbering new lines 
You may need to expand arrays, set up new 
ones or add lines. If youadd lines, be sure to 
number them to fit between 
existing lines : 


we 
190 TF wxyig THEN OE 


200 LET REER NY, yy) 


You can insert new lines 
labelled 191-199 in here 
if you want to. 






Changing the Book of Lore 


Ifany of the changes you make concerns 
which keys the player uses, you should 
make a note of them. The Book of Lore on 
pages 28-31 contains the rules. You should 
add any new ones ona sheet of paper, or 
make your own Book of Lore in an exercise 
book or notepad. 


More monsters 
Adding more monster-types will make 
dungeons more dangerous for your 
character. Here is what you do: 

You must design a new monster symbol 
(see user-defined graphics on page 16) and 
add it to the other graphic symbols inthe 


dungeon generator and game module. 

You must also change the lines that feed the 
data in (see how to do this on page 46). Your 
new monster will have a value of C0+ 12. 


















The game module already states that any 
object with a value greater than C0+8 will 
behave like a monster, so your new symbol 
will automatically do so. 

You must also change line 240 inthe 
dungeon generator to read: 


240 IF I=9 THEN LET I=rnd(4) 


This now allows for 
four monster-types. 






correct random 
command 
for your machine. 













NOTE: A monster’s speed and strength 
are decided by how much greater than CO 
its code is (see line 650 in the game 
module), so the higher the code, the 
stronger and faster it is. 








25 


Additional room contents 


To include extra types ofroomcontents Secret squares 
you must design and program new 

graphic symbols to represent them. You can create secret traps or cause 

This time you don't want them to actlike unexpected events by defining anew 
monsters so you must change line §90in — symbolasablank, but with special 

the game module to conditions attached to it. It is “invisible” as it 
prevent this: is the same colour as the background, butif 
590 IF ABS(DX)<4 OR (RM(=C7 OR RMDCB) acharacter tries to cross it he triggers some 
THEN RETURN action as in the example below. 







This new condition refers to 
symbols with a value higher 
than the last monster-type 






Rockfall 





toreh symbol 


1; Design your torch symbol, 
label it and add it to the dungeon 
generator and game module. It 
can be called C0+ 13. 





7 
You can programa possible a 
rockfall by adding a blank @ Ji 
symbol, C0+ 14 and this if 


line: Vv 
321 IF RH=CO+14 AND rnd(3)=1 GF 


THEN PRINT "ROCKFALL":R(X,Y)=C1 , ix 
S 


This provides a one inthree chance fat the 
way will be blocked ifthe character tri r 
enter a location containing thissymbol. The 4 

room contents become a wall (Cl). A Ss 
message tells the character there has been ye 
155 IF 1$="T" THEN R(X,Y)=CO+L3 arockfall. Po ag a ; ce 











2. You mustallocate ita key in 
the dungeon generator, which 
you press to place it in alocation. 
There are no spare number keys, 
so you will need to use a letter. 
Do it by adding a line: 


























Now the “T” key will place 
torches in the dungeon. 








3. The torchis “gettable” so you 
must allow for this inthe Get 
routine in the game module. You 
should adda line like this after 
line 1490: 


1495 IF BT=CO+13 THEN LET L=L+12 j} | Bitivategia secre on a 

This adds to your stock of light. : ono (00 ih sg 

4. You could try reducing the RH=C0+10° THE m 
it aI 


starting level of L (line 2240 in the 

























game module) to make finding 
torches more important. 






y) 
BAB soe, PAaSSword 


You could use the magic number from the secret 
message (see left) as a password, by adding these lines: 


323 IF RH=CO+16 THEN LET N$="GIVE THE MAGIC 


NUMBER": GOSUB 400 


324 IF 1$<>"7" THEN LET NX=OX:LET NY=OY 
The character is not allowed to cross symbol C0+ 16 until 


_7~ |Using attributes 

e Youcan make more out of the differences 

AG inattribute scores by using themas 
conditions for passing through certain 
locations. 


~~ \ 325 IF RH=COH7 AND F(7)<5 THEN LET NX=OK: 
Ay + | LET NY=DY 
326 LET. MS="MAGIONBARRIER":6 


These lines stop the character crossing a 
location containing a symbol C0+17 ifhis 
morality score, F(7), is less than five. A 
message tells the player why. This forces 
different character-types to take different 
routes through a dungeon. Don't forget to 
allow alternatives, though. 






Using magic items 
4 At the moment, all six spells relate to 
either the Necronomicon or Scrolls when 
you play the game, although there are six 
‘| magic items for sale in the trading post. 
You could make one spell relate to each 
uitem, like this: 















a 





module with these: 


1010 FOR J=17 TG 22:1F O(0)>0 THEN LET 
M$=Y$(J-16);:60SUB 450 
1020 NEXT J 


These lines now check which magic items 
the character is carrying (objects 17-22) 
and looks in Y$ for their names, whichit 
then prints after the first line of the 
message, “YOU MAY USE MAGICKS 





Don't forget to add 
Y$ to initialization 
in the game module. 






Dimension Y$ by adding Y$(6)* to line 
2520, then list the data, like this: 

2059 DATA “NECRONOMICON", "SCROLLS", "RING", 
"AMULET", "SASH", “CLOAK* 

2556 FOR I= 10 6:READ Y#:NEXT I 

The line in the game module that checks if 
you have a particular spell number must 
also be changed: 


1060 IF SL=0 OR (O(17)=0 AND SL¢S) OR (0118) 
=0 AND SL>3) OR SL>6 THEN GOTO 1040 













Don’t forget to 
write in the Book 
of Lore which spell 
belongs to which 
item, so you can 
decide which spell 
to cast when you 
















These pages contain all you need to find your 
way in “Dungeon of Doom”. Don't worry if 
there seems a (ot to (earn. You use the three 
parts of the program separately so you can 
familiarize yourself with them one at a time. 
Allow yourself some practice games to get 
used to playing. 


The dungeon generator 


When you want to make dungeons, load the 
dungeon generator program from its cassette. 
When the computer is ready it will set up the 
screen like this: 


Cursor can't 
move into this 
area. It is outside 
the dungeon 
plan. 


This is the dungeon plan area. A flashing 
cursor appears at the top left. 

dont ear in the 
Help ser ieijeons as tic Objecat e 


_ If youpress H for help, amessage tells you to 
_ “PRESS ANY KEY”. Do so, and you will be 
__ reminded which keys to use to plan your 
dungeon. The information appears one line 
- atatime and youmust press any key again to — Whenyouare happy with your dungeon, 
read the next line. Here is the information turn your cassette over and save it on the 
you will be given: other side from the dungeon generator 

4 program. Press S to show you are ready. You 
will be asked to wait “ONE MOMENT 
PLEASE”, then be told, “ANY KEY TO 
SAVE” and when you press a key your 
dungeon will be saved and the er will 
Pere for you to design the next level. You 
willnot be able to save the dungeon if it 
\ hasn't got an entrance and at (east one exit so 
Moves cursor that the character can enter and leave the 





Moves cursor 










level. To escape the program press F. 
Moves cursor [ Dungeon levels 
down screen. You should design a series of dungeons of 


increasing difficulty, with the Idolin the last 
Move the cursor into position using these one. Each series should be planned at one 
keys. Then press a number key to se a “sitting” as they are numbered consecutively 
symbolon the screen. The symbols and their by the ter, but it will start at 1 again i 
4) _ number keys are shown at the top of this you turn t Se aes off. Three to five level 

eS page, onthe right. should be enough for a good game. 









yy 


RAY 
The character creator \ 4 


When you want to make a character; load the A and Z move the cursor again. ae 
character creator program fromits cassette. Press “+” to buy anitem at futl price. 

When itis ready it will set up the screen ike Press “—" if you want to bargain. This is 
this: ; what happens then: 
> aad 


- OURO 
Player "Type a number and RETURN 
Computer IT’S YOURS or 
OFFER REJECTED 
Player If successful, go to next item. 
Ifnot, press “—” to i 
the 


~ or“+” to pa 













era 






















of modification 


points. 





Attribute scores given by the computer. Messages and save character ~~ 






A moves the cursor up the screen. 
Z moves the cursor down the screen. 
Move the cursor until it indicates the 






If you indicate an item your character-type is 
not allowed to buy, you'll be told somet! ing 
like, 


















attribute you want to change. “NOT FOR MAGE”. 

“+” adds to the score (points are deducted Ifyou try to buy more than one of any item 

from available modification points). other than potions and salves, amessage 

“—” subtracts from the score (these points appears, 

then become available as modification “YOU HAVE IT SIRE”. 

points). When you have finished, press spacebar and 
you will be asked to, 






“NAME THY CHARACTER’. 











Before you do so, tum your cassette over to 

es too where you want to save the character. Then ! 

scar ACh “invent aname with up to ten letters and press } 

ably ch * a f| RETURN and your character will be saved. 
+ j eP: 














SS Cpa 

When you are happy with the attribute 
scores, press the spacebar to turn to the next é +} } 
page. The following three pages look like Dungeon of Doom” character-types \ 
this: ' 












This chart gives youa rough guide to the 
Erne pes met Dineen of Doom”. They 
‘eevee 





Gold coins 






















| canuse strength, magic, ora 
> aRURneMaRD 2 | of both in their Quest, and each type has 
eee 2 <+—— Prices advantages and disadh jes, as you will 
La : | discover if you compare their performances 
DaESER 8 } in the same dungeon. 









| This screen shows the Armoury, where 
weapons and armour are for sale. The other 
two pages offer Accoutrements (necessities 
for the trip) and magic from the Emporium. 
The peaks of gold coins you have 

appears at the top of each new page. 













Oi. ina 
r The game module Keys you use to play 


When you are ready to start your Quest, oad — A character can only move in the direction he 
the game module Heo its cassette. When the is facing. 
ter is ready you will get the message, 

“PREPARE HERO TAPE’. Place the 
character creator cassette in your recorder 
and find the character you want to load. 

Your next instruction is, “PRESS ANY 
KEY”. When you do so, the character will be 
loaded. It will take 10-15 seconds depending 


' onyour equipment. 



























Change direction if you want (m 
ae press Mto fae, iM 













Next, you “PREPARE DUNGEON TAPE” 
and “PRESS ANY KEY” to load a dungeon. If 

the dungeon level you load is too difficult for Reveal 

the character's experience, you willbe to! 

Hy, “LEVEL TOO DEEP. REWIND TAPE TO As the character explores the dungeon, the 

- POSITION FOR LEVEL 2”. (‘The level space he enters fights up and remains (it. He 
















iven will match the character's experience can enter any location except those 
score.) containing a wall or amonster. Walls block 
If you leave the eon cassette in your the way and monsters willattack. 
recorder, it should be in the right place to If youpress R, you willreveal an area of 


oad the next eon when you need it. 3x3 squares. BE WARNED: amonster 
ee sa r ealelby the light is activated and will 
: = = give chase and attack. It cannot cross 
ettoremovethe ~~) occupied spaces, though, so your character 
= ol setteif you want to 1} can “hide” behind objects in the dungeon. If 
e(seepage31). «<— there are two monsters, only the nearest one 
: __Apegives chase. 




















} When the preparations are complete, the 
scree will be set up like this: ‘Attack 

Your chayacter-type and name. Attribute 

scores. ‘To attack, press A and keep pressing while 
the fight goes on. Messages at the top of the 
screeitreport your progress. REMEMBER: 
watch the attribute scores. If your 
character's strength is running out, you may 
use magic (see page 31) or take a potion (see 
below) to recover. 


Potions and salves 
i] 
P 
a : Character symbol 
fy placedin 


entrance. 
SS 


Dungeon in Press P to take a potion or salve at any time. 
One of each is used up whenever you press 
this key. They restore strength and vitality. 






_ — = 
> 


see anything yet. 
—— a = 
tJ 


















i Magic spells: Vex, 
|) ‘The possessor of the Necronomicon can 


- use spells I to III. They are owerful, 
Lh Hereiswhat they dor PP 


Conjure 





If your character is amagic-user and you 
press C, the action is frozen and a message 
appears, 


































Setar M cig USE Either, or both of 

LAG CKS FRON t these lines may Ss 1 
NECRONOMICON  ppear depending | uperzap (key 1) 
FROM THE SCROLLS gr whiich magic Monster is s(ain instantly by a magic 
CONSULT THE LORE items your blow. 2 
TSE SPELLNO?” © ‘character has. 


rT Sanctuary (Rey 2) 
Creates a safe place in the location where 
the character is standing. Here, no 


Consult this isn and choose a spell from 
those on the right. 


Get KS monster can touch him and he can regain 
Press G to get or pick up objects. Your his strength until he is ready to make his 
character must be next to and facing the escape. 


thing fe wants to get. When he gets the Lost ; 
Idol the Quest is over. [EL reteport (key 3) 

i Magically whisks the character from 
his Preserte location to a different one, at 
random. DANGER: this spellis 
unpredictable. If the user tries to 
materialize in dont it willnot work and 
he will stay where he was. Or, it may not 


transfer him fi. fi to be out o| 
fein eo 


Spells IV to Vi are contained in the Scrolls. 
They are less dramatic, but are useful in 
atight spot. 


Ys 
te 
BSE 





Save game 


S saves the state of play. The other side of the 
game module cassette is a good place to save 
it. When you re-load, you start again where 


you left off. 


Traps 
Traps are “sticky” and holda character back. |] 
If he crosses one, his strength is sapped and 


he may not be able to move foramoment. Inf 
this case, keep pressing “M” to move and. ag) 




























Powersurge (key 4) 
‘A Gives.a huge boost to the user's strength 
lig ee so he can fight more 


} 4 tively. 
: - (ite (Rey 5) 





should break free. If he is very weak, taking a 
potion should help. J 














Attribute scores 















Attribute scores c! e all the time. Even _ ‘Transforms whatever is in the user's 
moving through the dungeon causes the location into some other object. 
strength score to flicker. Standing still | WARNING: the effect is random. It can 
restores strength slowly. ') be usedagainst monsters but there is a 
Allexploits in the dungeon addafraction |}! chance a another monster-type will 


to the experience score. When these add up to 
awhole number the score goes up and the 
character can exit to the next level. 

To leave, place the character symbol on the 
exit symbol. You will be asked to “PREPARE 
DUNGEON LEVEL” and you should load 
the next dungeon in your series. Trying to 
(eave before the experience score has 
increased will result ina message, “YOU 
NEED EXPERIENCE”. 


©) appear inits place. 


\/}. 
A Fealing (hey 6) 
_ Amild spell that restores strengthand 
vitality to their original values. It is” 
especially useful if the character fas 
usedupallhis potions and salves. 















i 
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Dungeon of Doom program listings 


On the following pages you will find the 
listings for the three separate programs that 
make up the Dungeon of Doom. They have 
been written to run on the Commodore 64, 
Vic, BBC, Electron and Spectrum, although 
some conversion lines are necessary for 
each computer. The conversions are given 
at the end of each part of the programand 
lines that need to be converted are marked 
with symbols, like this: 


v& The general conversions 


NTCRNDEX+1} 
INT(RND (1) #X443 











Make sure you use the correct 
version for your computer. 


It’s not so hard, once you've trieda 


Symbols key 
BBC/Electron & Vica 
Cé4 a Spectrum o 


In addition, any part ofa line written in 
lower case (PRINT tab, for example) must 
be replaced with a machine-specific 
command for your computer. The general 
conversion chart below shows you howto 
do this, with examples to make it clear. 


shown below are garked with this symbol in the listings. 






few examples. 


The Dungeon Generator 


See special note for Vic users page 35. 

10 GOSUB 610 

maxy 20 paper 2:CLS 

30 LET KG=2:LET FG=1:LET T=O:LET L=3:LET LW=W-3:GOSUB 280 
40 paper 2:ink 0 

50 FRINT tab(1!,1); "LEVEL GENERATOR"; 
60 PRINT tab(1,2);"THIS IS LEVEL: ";Le; 
0 PRINT tab(!,3);"PRESS H FOR HELP" 


=> 











x od 


" THEN GOSUB 340 
" AND Yo! THEN LET Y=¥-! 
AND YC15 THEN LET Y=Y+1 
AND X>1 THEN LET X=X-1 
AND XC15 THEN LET X=X+! 
AND 1$¢":" THEN GOSUB 230 
r Sink 0 
PRINT tab(X,¥#5) sCHRS$(0S); 
e190 PRINT tab (X,Y#5) sCHRE(R(X,¥))$ 
200 IF I$="$" AND IX}0 THEN GOSUB 450:G0TO 20 
10 IF 1$4¢)"F" THEN GOTO 100 
STOP 





There are lots of print and colour 
commandsat the start of this listing, so 
use the general conversion charts 
opposite with great care. 
















TsVAL (15) 
THEN LET I=8trnd(3) 
IF I=5 THEN LET IN=¥sLET LY=Y 
260 LET R(X, Y)=CO+] 
276 RETURN 
e280 PRINT tab(0,T); 
Ov 290 paper FG:PRINT LEFT$(B$,LW+2) 
W300 paper BGrink FG 
Q FOR T=1 TOL 
0 PRINT TAB(O) sCHR$(OS) sLEFT$(B$,LW) sCHR$ (0S) 
NEXT I 
Ove 340 paper FG:PRINT LEFT$(BS,LW+2) ; 
350 RETURN 
W360 paper trink 3 
370 FOR H=1 10 10 
e380 PRINT tab(1,4);H#(H);sGOSUB 430 
Ove 390 PRINT tab (1,4) sLEFTS(BS,W-2); 
400 NEXT H 
maxtsid ink 3 
420 RETURN 
#430 LET G$=inkey$: IF G$="" THEN GOTO 430 
44) RETURN 
W450 PRINT tab(1,4);"ONE MOMENT PLEASE, "; 
460 LET S$=*" 
470 FOR J=1 10 15 
480 FOR K=1 10 15 
£90 LET $4=5$+CHRS(R(K,J)) 33 












It may be helpful to use a ruler tomark 
your place as you type lines in, so that 
you can find where you were easily 
after looking away from the page. 


E00 
Onn 
Pat 


£75 


530 
we 540 
Oma 550 
mA 
Oma 560 
oma 570 
O* 580 
59) 
600 
610 
620 
639 
640 
650 
60 
670 
80 
690 
700 
710 
720 
730 
749 
750 
760 
770 
aw 77) 
800 
810 


42. Add 


[ole) 


NEWT Kk 
KEAT 

LET SS=SH+CHRE(IX#05) :LET $5=9S+CHRS (1Y+08) 
LET S$=SS+CHRS(LE+OS) 


PRINT tab(1,4);"ANY KEY TO SAVE ";:S0SUB 430 —~— ; 
LET S=OPENOUT "LEVEL" 
PRINTS, S$ 

CLOSEAS ay 

PRINT tab (1,4) ;LEFTS(B$,¥) 
LET LE=LE+1:GOSUB 700 
RETURN ; 
DEM R15) 25) HS (ae 
GOSUR 790 
DATA "PRESS ANY KEY","TO MOVE AEN M","1 WALL 2 VASE" 

DATA “3 CHEST 4 # IDOL #*,"5 WAY IN 6 EXIT","7 TRAP",*@ SAFE PLACE" 
DATA “9 GUARD"."0 TO ERASE","S TO SAVE" 
LET LE=1 

FOR I=! TO 10 
READ H§(1) 

NEXT 1:G0SUB 810 
FOR J=1 10 15 

FOR K=1 TO 15 

LET R(d,k)=CO 
NEXT K 

NEXT J 

LET I¥=OsLET 1Y=0 
LET BES"":FOR i=l TO W:LET BS=BS+" ":NEXT 1 
RETURN 


REM SET UP THE CHAR START BBC/Electron * 

RETURN , r 

REM READ THE CHARACTERS ri phates hes ie 

lines 820-40/860 as shown in the 795 MODE S:VDU 23,0,8202} 050503 
820 VDU 23,224:FOR I=0 TO 7: 








These are the Help routine lines. They 
remind you which number keys to 
press. 






conversions for your Computer. READ A:VDU A:NEXT I 


100¢ 


1010 D 


102 


1030 B 


1040 
1050 
1046 
1070 
1096 
1090 
1100 
1110 
1120 
amidd 
wm Adc 


34 





4 466 co 9c ee 4ee Jc 4c 
DATA 255,255,255, 259,259, 259,259, 255 


830 FOR T= TO 11:VDU 23,250¢1 

BATA’ G,0,0;0,050,0,0 840 FOR J=0 TO 7:READ A:VDU A:NEXT J 
25, 170,85, 170,85, 170,85, 170 B50 NEXT TeRETURN 

TA 0,60,24,60, 126,126,126, 60 

DATA 0,96,100,114,95,73,41,31 

DATA 20,42,20,20,93,93,62, 99 

DATA 60,126,255, 255,255,253, 255,255 
DATA 60,102,195, 129,129,129, 133,129 
DATA 129,66,34,0,0,36, 65,129 

DATA 0,60, 66,66,66,66,60,0 is 












Here is the data for the user-defined 
graphics. You will find the same data 
at the end of the game module listing. 
DATA 76,156,170,190,84,30,37,88 
DATA 0,56,84,124,56,44, 48,102 
DATA 0,8,28,42,127,85,65, 34 

4 from page 35. 


lines 40¢ 
lines 5000-5980 from page 3. 





Conversions 


Below you will find the conversions you instructions carefully. When this happens, 
need for your computer. Some of the lines you will be referred back to this page toadd 
need to be included in two or even all three the required lines. 

parts of the program, so read the 


Commodore 64/Vic m4 
*SPECIALNOTEFORVIC USERS* 4 


Befcre typing in or loading this program type in the following: 
POKE 44, 28:POKE 642,28:57S (54924) 
These lines must also be included onthe 
C64 ONLY.@ 
5 GOSUB 5000 
"{BOR (BE) |LEFTS 20 PRINT CHR$(147):POKE 53280,0:POKE 53281 ,0 





FG);" " 790 05=96:C0=0S+6:W=40:G0SUB 4000 
410 L Leave out this line 820 FOR 1=0 TO 7:READ A:POKE 36352+1,255-A:NEXT I 
550 OPEN 1,1,1, "LEVEL" 830 FOR I=0 TO 95:READ AsPOKE 3640041, 255-A:NEXT I 
oss FOR 1=0 10 2 840 RETURN 
560 PRINTS! MIDS (S$, 1#76+1 , 74) aoe ; 

The following lines must be used on the Vic 

565 NEXT I ene 
570 CLOSE 1 s 


20 PRINT CHR$(147):POKE 36879, 
790 05=96:CO=0S+g:H=22:G0SUB 4000 
820 FOR I=0 TO 2047:POKE 5120+] ,PEEK(32769+1):NEXT I 


Lines 4000-4030 must be 830 FOR I=0 TO 7:READ A:POKE 6656+1,255-A:NEXT 1 
added to ALL THREE 840 FOR 1=0 TO 95:READ AsPOKE 6704+1,255-A:NEXT I 
PROGRAMS for the C64 and 850 POKE 36869, 205 

Vic. m4 840 RETURN 


$000 BG$(0)=CHR$ (146) sBG$ (1) =CHR$ (1B) +CHR$ (28) 

4010 BG$(2) =CHR$ (18) +CHR$ (158) :BGS$(3) =CHR$ (18) +CHRE (5) 

4020 HMS=CHR$(19):CUS=""sFOR I=1 TO WsLET CUS=CUS+CHR$(17)sNEXT 1 
4030 POKE 650,255:RETURN 


Lines 5000-5080 must be 
added to the dungeon 
generator and the game 
module for the C64. @ 
S006 POKE 52,1 KE 54,128 
S010 POKE seis, S274) AND 254: 
POKE 1, PEEK 
5020 FOR [=0 1h 2047:POKE J4lo+l, 
PEEK (S3248+1) :NEXT 1 
5030 POKE {,PEEK{1) OF 4 
S040 POKE 56334,PEEK (54334) OR 1 
5050 POKE 56578 ,PEEK(S6578) OR 3 
5060 POKE $4574, (PEEK (54576) 
AND 252)0R 1 
5070 POKE 53272,2:POKE 648,128 
5090 RETURN 


Spectrumo 










ie) 


°. 


Ox 320 


36 


A 10 
mx 20 paper 0:CLS 


Character Creator 


Here is the listing for the character creator. 
Conversion lines are marked (see key on 


GOSUB 1060 
mAs LET J=1:LET H=MPSLET HS="POINTS" 
40 GOSUB 810:GOSUB 900 
50 LET K=1:LET P=T+1 
Fx 60 PRINT tab(1,P)3">"; 
70 GOSUB 720 
80 IF K=5 THEN GOTO 70 


am 9) IF [s=";" AND HO THEN LET F(J,K)=F(d,K)+1:LET H=H-1:G0SUB 920 
O00 IF [g="=" AND F(J,K)>1 THEN LET F(J,K)=F(J,K)-1sLET H=H+1:GOSUB 920 
110 LET C=1 
120 IF F(1,4)>6 AND F(1,8)>7 THEN LET C=2 
130 IF F(1,4)98 AND F(1,7)>7 THEN LET C=3 
$40 IF F(1,1)>7 AND F(1,8)95 AND F(1,1)+F (1,2) 210 THEN LET C=4 
150 IF F(1,1)>8 AND FC1,2)4F (1,3) 912 AND F(1,8)<6 THEN LET C=5 


160 LET MS=C$(C) 
170 GOSUB 840 
180 IF 1$<>" " THEN GOTO 70 
190 LET H=GC:LET H$="GOLD COINS: * 
200 FOR J=2 10 4 
210 LET K=1sLET P=T+! 
220 LET M$="CHOOSE WELL SIRE!" 
230 GOSUB 810 
240 GOSUR 900 
We 250 PRINT tab(l,P)3">"5 
260 G0SUB 720 
270 LET N=8#(J-2) +K 
2B0 LET M$="MAKE YOUR CHOICE” 
290 GQSUB 680 
300 LET BR=0:LET OF=0 
am 310 


330 BOSUB 840 

340 IF 1$()* * THEN GOTO 260 

350 NEXT J 
360 PRINT tab(1,2);"NAME THY CHARACTER"; 
Oe 370 
am 380 INPUT NS 

390 IF LEN(NS))10 THEN GOTO 340 
400 PRINT tab(1,3);"0NE MOMENT PLEASE“; 
410 PRINT tab(1,3); 

420 LET O=Ds3 

430 LET S$=CHR$ (0+AS) 

440 FOR I=1 10 8 

450 LET S$=S$+CHRSI(F (1,1) +AS) 

460 NEXT I 


Look up the PRINT command for 
your computer on page 32 every 
time you see acommand like 


ar 


IF I$=";" THEN LET OF=F(J,K):GOSUB 610 
IF I$="-" THEN LET BR=rnd(3)sGOSUB 570 


PRINT tab(1,3);LEFTS(B$,W-2);:PRINT tab(1,5); 


page 32) and you should look up the lines 
you need for your computer on page 39. 









this. 












This line gets the computer to 
create a random bargain price 
as much as three gold coins less 
than the original price. The 
random command varies. Find the 
right one for your computer 
from this box. 
















This line equals 0 at the moment 
as it will be used for counting 
treasure and your character does 
not have any when he starts the 
game. The line must be included, 
though, or the computer won't 
know where to store treasure 
when it is found. 





470 FOR I=1 10 0 
480 LET S$=S$+CHR$(0(1) +05) 


490 NEXT I 
500 LET S$=S$+CHR$(HtAS) 


510 LET SSeS SCHR EAS 
C$(C) 


520 LET S$=S$+N$+" -"+ 
Oam530 LET S=OPENOUT "HERO" 
OAM 540 PRINTHS, S$ 
Oam 550 CLOSE#S 
560 STOP 
570 LET M$="*:GOSUB 840 
W580 PRINT tab(2,2);"YOUR OFFER; 
48590 INPUT OF 
600 GOSUB 680 
610 IF Q(N)>0 AND N23 THEN LET M$="YOU HAVE IT SIRE“:RETURN 
620 LET PR=F(J,K)-BR 
620 IF HCPR THEN LET Mf="YOU CANNOT AFFORD": RETURN 
640 IF OFS=FR AND Y=1 THEN LET Q(NJ=G(N) +P (N):LET H=H-PR:LET M$="TIS YOURS!" 
650 IF OFCPR AND Y=1 THEN LET MS="OFFER REJECTED" 
640 IF H¢O THEN LET H=0 
670 RETURN 
680 LET Y=0 
©690 IF MIDS(D$(N) ,C,1)="1" THEN LET Y=1 
700 IF Y=0 THEN LET M$=“NOT FOR “+C$(C) 
710 RETURN 
720 LET I$=inkey$ 
730 IF I$="" THEN GOTO 720 
#740 paper Sink 1 
750 PRINT tab(1,P)3" "5 
760 IF I$="A“ AND K>1 THEN LET K=K~-1 
770 IF 1$="2" AND K(D THEN LET K=k+l 
780 LET P=K#2+T-1 
#790 PRINT tab(!,P)3">"s 
800 RETURN 
W810 paper Orink 2 
Ow 820 PRINT tab(0,0);LEFTS(BS,W); 
W G30 PRINT tab(0,0) sF$(0,9) 

840 LET BG=2:LET FG=3:LET T#1:LET L=2 
850 GOSUB 980 
B60 paper 2sink 0 
rey 870 PRINT tab(2,2 

2,3 












mo 











For machine-specific colour commands 
see chart on page 32. 










880 PRINT tab( 
890 RETURN 
900 LET BG=3:LET FG=2:LET T=S:LET L=15 
910 GOSUB 980 

%& 920 paper 3:ink 0 
930 FOR I=) TO 8 

a? LET Y=T+(I-1) #2+1 

xe 950 PRINT tab(2,Y)sF$(J,T)ptab(1o,Y)sF(d,1)3" "5 37 


)sLEFT$(B$,17);tab(2,2):M$; 
sHSstab(15,3) Hs" "3 


960 NEXT | 
970 RETURN 
fr 980 PRINT tab(0,T); 
Ov 990 paper FG:PRINT LEFT$(B$,W); 
#1000 paper BGzink FG 
1010 FOR I=! TOL 
Oaml020 PRINT CHRS(B);LEFTS$(B$,W-2) ;CHRS(B); 
1030 NEXT I 
O#%1040 paper FGsPRINT LEFT$(B$,W); 
1050 RETURN 
1060 GOSUB 1600 
1070 LET D=8 
1080 DIM F(4,D+!) 
©1090 DIM F#(4,D+1) 
O1100 DIN C$(5) 
1110 DIM O(D#3) 
O1120 DIM 0$(D#3) 
1130 DIM P(D#3) 
1140 DATA “OOOO1","OGOLLS "LOOLL" “2ODL1" "20011", "GOULLS "ELLE", “Louil® 
1150 DATA "OOOL1",“OOOLI" "10012", "ILEEL" "OOOLI" "ELOLE "2LOL2", "20241" 
1160 DATA "11100", "00100", "11100", "10100", "11100", "21200" "22002", "14019" 


1170 FOR I=1 TO D#3 
1180 READ O0$(1) These are the flags. They are 
1190 NEXT I Nr explained on page 18. 


1200 FOR I=1 10 8 
1210 LET F(1,1)=rnd(5)+2 
1220 NEXT I 
1230 LET F(1,5)=1 
1240 DATA 20, 16,12, 15,8,10,8,6 
1250 DATA 18,15,9,9,14,8,6,4 
1260 DATA 20,15,14,12,10,8,5,6 
1270 FOR J=2 10 4 
1280 FOR I=! 10 8 
1290 READ F(J,1) 


Initialization starts here. Lines 
1080-1130 dimension the arrays. 















1300 NEXT I 

1310 NEXT J 

1320 DATA 5,4,3,5,2,2,1,! 

1330 DATA 5,4,3,1,2,1,3,! Here’s the array holding the names’ 
1340 DATA 4,3,2,2,3,1,1,1 of attributes and all the things 
1350 FOR I=1 TO D#3 fhat'you.can-bny: 


1360 READ P(1) 
1370 NEXT I 
1380 DATA "STRENGTH, "VITALITY", "AGILITY", INTELLIGENCE" 
1390 DATA "EXPERIENCE", "LUCK", "AURA", "MORALITY", "CHARACTER CREATION" 
1400 DATA "2 HAND SWORD", "BROADSHORD", "SHORTSWORD" 
1410 DATA "AXE", "MACE", “FLAIL", "DAGGER", "GAUNTLET, “ARMOURY" 
1420 DATA "HEAVY ARMOUR", "CHAIN ARMOUR", "LEATHER ARMOUR", "HEAVY ROBE" 
1430 DATA "GOLD HELMET", "HEADPIECE", “SHIELD",*TORCH*, “ACCOUTREMENTS” 
1440 DATA “NECRONOMICON", "SCROLLS", "RING", "MYSTIC AMULET","SASH", "CLOAK® 
1450 DATA “HEALING SALVE", "POTIONS", "EMPORIUM" 

38 1460 FOR J=1 10 4 






1470 FOR I=1 0 9 
1480 READ F$(J,1) 
1490 NEXT I 
1500 NEXT J 
1510 DATA "WANDERER", "CLERIC", "MAGE" , "WARRIOR", "BARBARIANS 
1520°FOR I=1 10 5 ae - 
1530 READ C$(1) J 
1540 NEXT I 

1550 LET MP=3+rnd (5) 

ge 1560 LET 6C=120+rnd (40) 
1570 LET MS="*:LET AS=65 
15@0 LET BS="*:FOR I=] TO W:LET Bf=BS+" *:NERT 1 
1590. RETURN 


Gor 1600 REM SET UP DETAILS 
40, Add whichever lines between {416 and 1730 are indicated in the conversions for your computer. 


au Add lines 4000-4030 froa page 3S. 
° BBC/Electron * 
Conversions _ | 1600 MODE $:VDU 23,0,820230%0:03 
Inthese boxes you will find the conversion] | 4) 9 y=29:8=224 
lines you must use in the character creator 7 66 466 ner 7er Jee AEG 4ee AEC 
: : ; 162 23, 224,255,255, 205,2 5,2 205 
listing. Make sure you pick the right ones a ear 24,255, 285,258 259, 259,259,285, 25 
for your computer. 7 










Here are the names of the character- 
types you can create. 








Commodore 64/Vic a4 
The lines below are the same for the C64 and Vic listings. 


20 PRINT CHRS (147) Ke These two lines must be 
90,510 Replace *;" with "+ eid added as well on the C64.m 
380 X=1:¥=3:GOSUB 1700:NS=INS 
530 OPEN 141,1,*HERO" 25 POKE 53280,0:POKE 53281,0 
540 PRINTA!,S$ EC 1600 LET W=40 
550 CLOSE 1 
590 K=14:¥=2:G0SUB 1700:OF=VAL (INS) 
875 PRINT HMSsLEFTS (CUS,3);SPC(15) ;LEFT$(B$, 4); 
945 PRINT HMSsLEFTS (CUS, Y) ;SPC(15) sLEFTS(BS,5)3 . 
1020 PRINT BGS(FG);" *;BG$(BG) ;LEFTS(BS,W-2);BGS(FG);" *; 2 POKE 36879,6 
1610 BOSUB 4000 4600 LET #22 
1650 RETURN 
1700. INS="* 
1710 GET 1$:]F 1S=CHRS(13) THEN RETURN 
1720 IF 1$)"/" AND ISC%C® THEN LET INS=INS+I$:PRINT HNSsLEFTS (CUS,¥) SPC (X) 5 INSs 


1730 GOTO 1710 
4000-4030 Add these lines from page Jo. 


If you have a Vic thenthese 
two lines must be used, too. a 


550 Leave out this line 

Spectrum o £90 IF OS(N) (C)="1" THEN LET Y=! 
20 BORDER 0:CLS 1090 DIM F$(4,D+1, 18) 
90,310 Replace ";" with "K* 1100 DIM £$(5,9) 
100,320 Replace "-" with "J" 1120 DIM 0$(D#3,5):DIM Q$(1,57) 
370 ,820,870,990,1020,1040 Replace LEFT$ 1600 LET Be143:LET W=2 

(B$,exp) with B$( TO exp) 1610 DIM C(4):LET C(1)=O:LET C(2)=2: 
30 LET O$(1)=5$ LET C(3)=6:LET C(4)=7 
40 SAVE "HERO" DATA Osi) 1620 RETURN 


5 
3 
3 





Game Module 


The Game Module listing starts here. Itis include all the conversion lines marked 
very long so you must be very accurate. with the symbol for your computer (see 
Take abreakifyougettired.Makesureyou symbols key on page 32). 
a See special note for Vic users page 44. 
Bs) GOSURZs00 
GOSUB2010 
30 GOSUB1770 
we 40 LET I$zinkey$ 
50 IF I$="A" AND DX<255 THEN GOSUBB70 
40 IF I$="C" AND F(7) 20 AND Q(17)+0(18)0 THEN GOSUB990 
70 IF I$="G" THEN GOSUB1416 
80 IF I$="P" THEN GOSUB1660 
90 IF 1$="R" THEN GOSUB1690 
100 IF I$="S" THEN GOSUB2260 
110 IF I$="B" THEN LET NF=NF-1 
120 IF I$="N" THEN LET NF=NF+1 
130 IF NFO4 THEN LET NF=t 
140 IF NF(1 THEN LET NF=4 
150 IF [$="M" THEN LET NX=N 
160 IF NY>15 THEN LET NY=15 
170 IF NYC1 THEN LET NY=1 
180 IF NX<1 THEN LET NX=1 
190 IF NX>15 THEN LET NX=15 
200 LET RH=RINX NY) 
m2{0 IF RH=C1 THEN LET Y=NXsLET Y=NY:SOSUBS7O:LET NX=OXsLET NY=OYSLET FIL)=F(1)-.03 
220 IF RH=C& THEN LET TX=NX:LET TY=NY:LET TF=! 
230 IF TF=1 THEN LET NX=TX:LET NY=TY 
ve 240 IF F(1) > S1#.8 AND rnd(8)<F (6) THEN LET TF=0 
250 IF 1$)""THEN LET F(L)=F (1) #0.99 
260 IF F(1) (St THEN LET F(t)=F(1) #(F(2)/1100) 
270 GOSUB480 
280 IF OX<SNX OR OYCONY THEN LET X=OX:LET Y=0¥:GOSUB570 
290 LET OX=NX:LET QY=NY 
300 IF DX<255 THEN GOSUB620 
310 TF F(L)90 AND FICL AND RHQOCS THEN GOTO40 
320 IF RH=C5 THEN LET M$=7$(12):G0SUB430:G0SUB1760:G0T040 
IF F(1)<1 THEN GOSUB8L0 
PRINT tab(0,10);:STOP 
sound a nate :RETURN 


sound a noise RETURN 
paper 2sink 0 NOTE: There are two extra lines at 


PRINT tab(0,5)3M$; 355 and 345 to be added on the Co4 
LET I$=inkey$ and Vic. 
IF I$="" THEN 6070390 
PRINT tab(0,5);LEFTS(B$,W) LET NS="" 
RETURN la 
430 paper 2rink 0 
#44 PRINT tab (0,5) 3M$; 
Oma450 FOR D=1 TO b00:NEXT D 
40 400 PRINT tab(0,5)sLEFTS(B$,W)s:LET NS="" 







Lines 10-340 contain thé main 
order of events in the game 
module. From line 350 onwards 

are all the subroutines and data. 


1") 


X#D(NF, 1): LET NY=NY+D(NF 2) 












Here are the sounds. Methods of 
programming them are very varied. 
















470 RETURN 
W480 paper frink 3 
Ove 490 PRINT tab(NX,NY#5) sMIDS(FS,NF,1)3 
Am 500 paper 2:ink 0 
AME S10 PRINT tab(16,8)sINT(F (1) ) 3" 
AMY 520 PRINT tab(1e, 11); INT(F(2))3" "3 
S30 PRINT tab(la,l4) pint (F(7))3" 45 
Ove 540 PRINT tab(16,17);MID$(*NESW." NF, I 
W550 PRINT tab( 16,20); INTIF(S)); 
560 RETURN 
570 paper rink 2 
se 580 LET RM=R(X,Y) SPRINT tab(X,¥+5) ;CHRS(RM) ; 
590 IF ABS(DX)<4 OR RM¢=C7 THEN RETURN 
600 LET MT=RMSLET MENT-C2:LET NV=M/1O:LET MS=M#S:LET OX=2:LET LX=¥:LET LYe¥ 
610 RETURN 
620 LET DX=LY-NX:LET SX=SGN(DX)sLET DY=LY-NYsLET SY=SEN(DY) 
630 WET MY=LY-(MV#SY) sLET RM=R(MX MY) 
64 a AND RMC MT THEN LET MY=LYsLET MA=LX 
650 { } E 
6a LET FURL AV) OATSLET X=HESLET 3 
a70 LET LX=MX:LET LY=MYsLET H=o 
680 IF ABS(DX)<¢=1 AND ABS(DY)<=1 AND RHQC7 THEN LET H=M#.S:LET J=H: G0SUB350 
690 IF Hel2¢F(6)+F(3) THEN RETURN 
700 LET MS=1(5) :GOSUB430:GOSUBI40 
710 LET H=H/(3+0(9) + O(10) + O(11) + O(12) + O13) + O14) 
729 LET F(1)=F(1)-HsLET F(2)=F (2)-(H/101) 
730 LET 1=1:LET WB=O:LET MB=rnd(M) 
740 LET J=MT:GOSUB350: 60SUB340 
750 IF MB=1 AND 0(1)>0 THEN GOSUB780 
760 IF 1¢11 THEN LET I=I+1:G0T0750 
770 RETURN 
780 LET O(1)=0:LET M$=T$(B)+" "+WS(1):GOSUB4I0 
790 LET MB=0:GOSUBIGO;LET J=1:GOSUB350 
800 RETURN 


These lines print your character’s 
attributes on the screen. Use the 
conversion charts for colour and 

print commands very carefully. 

They are on page 32. 






‘ 



















These are the sound subroutines. 
Lines like this give 

810 LET NF=S:LET F(1)=0:G60SUB440 instructions for how the sound 
#820 PRINT tab(1,5);°THOU HAST EXPIRED!" should be produced. 


830 FOR J=150 TO 1 STEP-4 
G40 GOSUB350: GOSUBI60: GOSUBS70: GOSUB480 AS 
850 NEXT J eZ, 


860 RETURN 
B70 LET MS=T$(rnd(3)) sGOSUE3O0 
W880 LET H=F(L)40(1) + O12) + O13) + (4) 015) + O17) 
W890 IF FIS)+F(G)¢ rnd(M)+2 THEN LET MS=T$(4):LET HT=0 
900 LET MS=MS-H:GOSUR430 
910 LET FAQ)=F(L)-(H/100):LET F(S)=F(5)+.08 
920 IF MS<1 THEN GOSUB940 
930 RETURN 
940 LET DX=255:LET MS=O:LET R(MX MY) =CO 
950 LET F(S)=F(S)+.1 


+ O(B)+rnd(F(6)) 


960 
970 
980 

& 990 

#1000 

¥e1010 

$1020 

#1030 

1080 
1080 
1060 
1070 
1080 


SF 030 


O1100 
1110 
1120 
1130 
1140 
1150 
1160 
1170 
1180 
1190 
1200 
1210 

1220 
1230 
1240 
1250 
1260 
1270 


Ams {780 


42 


1290 
1300 
Wl 
$320 
1330 
1340 
1350 
1360 
1370 
1380 
1390 
1400 
1410 
1420 
1430 
1440 
1450 
1460 


LET N¥=1$(6) :G0SUB430 


FOR J=200 TO 150STEF-9:GOSUB350:SOSUBIO0:NEXT J Here’s where the magic 
GOSUBS70: RETURN routines start. 
GOSUB4B0: paper 2:ink 0 


PRINT tab(0,1);"YOU MAY USE MAGICKS"; 
IF O(17)>0 THEN PRINT tab(0,2); "FROM NECRONOMICON"; 
IF 0(18)>0 THEN PRINT tab(0,3);"FROM THE SCROLLS"; 
PRINT tab(0,4); "CONSULT THE LORE” 

LET MS="USE SPELL NUMBER?":GOSUB370 

LET SL=VAL(I$) 

IF SL=0 OR (0(17)=0 AND SL¢S) OR (0(18)=0 AND SL)3) OR SL>6 THEN GOTO1040 
LET M(SL)=M{SL)-1:LET X=NXSLET Y=NY 

IF M(SL)<O THEN LET Mf=T$(9):LET SL=7 

FOR J=1 TO S:PRINT tab(0,d);LEFTS(B$,W);:NEXT J: GOSUBS70 

ON SL GOSUB1140,1190,1220,1280,1300, 1390, 1130 
LET F(S)=F(5)+.2 

GOSUB430 

RETURN 

FOR J=1 10 12 

GOSUB350: GOSUB340 

NEXT J 

IF DX¢255 THEN LET X=MX:LET Y=MY:GOSUB940 
RETURN 

IF RH= hocdy THEN El ule NY) =C7 













All the spell routines are on this page. 
Look out for all the random 
RETURN commands(rnd). 
LET NX=rnd (13): 
FOR J=0 10 255 
GOSUB360: GOSUBS 
NEXT J 
GOSUB480 
RETURN 

LET F¢2)=€(2)¢rnd (M(SL) DELET FULD=F (1) +rnd (M(SL)) LET F(7)=F(7)~1 
RETURN 

FOR J=1 10 30 

LET R(NX NY) =rnid(9) +1+C0 
GOSUR350:G0SUB570 

NEXT d 

IF RH(=C7 THEN LET DX=205:LET MS=0 

FOR J = 1 TO 20 STEP4 

GOSUB 350 

NEXT J 

RETURN 

LET F(2)=S2:LET F(L)=S4:LET F(7)=F(7)-1 


RETURN ee 
LET GKENE+D(NF, 1) sLET GY=NY#D (NF, 2) 


IF 6X40 THEN LET G¥=0 — Re 
IF GYCO THEN LET GY=0 cage ira a 

fi hero is facing. 
IF 6X15 THEN LET GX=15 eros facing: 


IF GY1S THEN LET GY=15 
LET GT=R(GX,GY):1F GT>C1 AND GT<C4 THEN LET R(GX,GY)=CO 


LET N¥=rnd(13) 
STEP 
50 





1470 IF GT=C2 THEN LET 0(23)=0(23)+1:LET 0(24)=0(24) +1 
1480 IF GT=C3 THEN LET TR=TR+! 
1490 IF GT=C4 THEN GOSUB 1550 
1500 LET X=GX:LET Y=G¥:GOSUB570 
1510 IF GT>C1 AND GT<C4 THEN LET J=GT:GOSUB3SO:LET J=GT+5:GOSUBIS¢ 
520 RETURN 
1530 LET J=0(24)+0(23) #10: G0SUBI50 
1540 RETURN 

W550 paper 2:ink 1 

WlSGO PRINT tab(O,1);" THY QUEST 1S OVER! " 
1570 FOR 1 = 1 TO 18 
1580 LET J=7(1):60SUB350 
1590 LET X=NX:LET Y=NY 
1600 FOR N=1 TO 4:LET NF=NsGOSUB480;NEXT N 
1610 NEXT I 


ToWEoA 
1 fae 


#1630 PRINT tab(1,2)s"THY SCORE="sINT((TRELO)+{GC#F (5) )4F (1) 46 (2) 4F (31) 
1640 LET FIs! 
1650. RETURN 
1660 IF 0(24)30 AND F(1)<S1 THEN LET F(1) 
1670 IF 0(23)0 AND F(2)<S2 THEN LET F(2) 
1680 RETURN 
1690 IF LT=0 THEN LET N$=T$(7):GOSUB430: RETURN 
1700 FOR Y=NY-3 TO NY#3 
1710 FOR X=NX-3 TO NX+3 
1720 IF (X40 AND ¥<16) AND (YO AND YCL)THEN GOSUBS7O 
1730 NEXT XsNEXT Y 
1740 LET LT=LT-1 
1750. RETURN 
1760 IF F(S)<S3+1 THEN LET MS=T$(11):LET NX=OX:LET NY=OY:GOSUB430:RETURN 
51770 CLS:PRINT tab(0,3);"PREPARE DUNGEON TAPE" 
1780 LET M$=T$(10) :60SUB370 
©am1790 S=OPENIN"LEVEL" 
Oam1800 INPUTS, SF 
oaml810 CLOSES 
1820 LET I=1 
1830 FOR Y=1 TO 15 
1840 FOR X=1 TO 15 
©1850 LET R(X,Y)=ASC (MIDS (S$,1, 19) 
1860 LET I=1+1 
1870 NEXT X 
1880 NEXT Y 
©1890 LET 1¥= pene -05 
))- 














These lines are used when the 
Idol has been found in the last 
dungeon and the Quest is over. 
Line 1630 calculates your final 
score by adding together treasure, 
experience, strength, vitality and 
agility scores. You can try to 
improve your score next time 
you play. 








2S{s 
#82 














You're over half-way through the 
game module listing now, so don’t give 
up. 
O19 LET 1Y=ASC(MIDS(S$,1+1, 

O1910 LET LE=ASC (MIDS (S$, 12,1) = 


1F LESF(5) THEN gost 





i 
1930 60SU82790 
1940 LET NX=IXsLET NY=IYSLET OX=NX:LET OY=NY:LET DX=255 
1950 RETURN 

1960 PRINT:PRINT"LEVEL TOO DEEP" 

1970 PRINT“REWIND TAPE" 


bFav 








1996 Pa] 

2000 K 
rN bk hy "PR 
2020 LET M$= 1110) GOSUB270 
0am2030 


S=OPENIN "HERO" 
©am2040 INPUTS, $5 ee 


Oam 2050 CLOSESS 

2060 LET P=2 

© 2070 LET OT=ASC(MIDS(S#, 1 
2080 FOR I= 1 TO 8 

© 2090 LET F(I)=ASC (MIDS (S$,P,1))-AS 
2100 LET P=P+! 
2110 NEXT I 
2120 FOR I=! TO OT 

©2130 LET O(L)=ASC(NIDS(S$,P,1))-AS 
2140 LET P=P+t 
2150 NEXT I 

©2160 LET pe ccae Ag Re 

©2170 LET TREASC(NIDS (S$ ,P+t,1) 

©2180 LET CS=RIGHTS(S$,LEN(S$) - ie 
2190 LET SI=F(L):LET S2=F(2):LET S3=F (5) 
2200 FOR I=1 10 2 
2210 FOR J=1 70 3 
2220 LET M((1-1) #340) =0(16+1) #F (7) 
2230 NEXT JiNEXT J 
2240 IF O(16)=1 THEN LET LT=20 
2250 RETURN 
2260 LET M$="ONE MOMENT PLEASE": GOSUB430 
2270 LET S$=""sLET T$="" 
2280 FOR Y=1 10 15 
2290 FOR X=! TO 15 
2300 LET TS=TS+CHRS(R(X,Y)) 
2310 NEXT X:HEXT ¥ 


lh) -AS 


S41 iy 





rm 


rr 


TF 

eT 18s 
ET TSETHHCHRE 

2350 LET §$=S$+CHRS (AS+0T) 

2360 FOR I=1 108 

2370 LET S$=S$+CHRS(F(I) +85) 

2380 NEXT I 

2390 FOR I=1 10 OT 

2400 LET S$=S$+CHRS(0(1) +85) 

2410 NEXT I 

2420 LET S$=S$+CHRS(SC+AS) 

2430 LET S$=S$+CHRS(TR#AS) 

2440 LET S$=S$+C$ 

2450 LET MS="ANY KEY TO SAVE": GOSUB370 
mm 2460 S=OPENDUT*HERO":PRINTAS, $$: CLOSERS 
OAH2470 S=OPENQUT" LEVEL": PRINTS, T$:CLOSE#S 
4442060 LET Fl=1 













S$ is the string array containing saved 
graphic symbols. Here, S$ is loaded 
from the dungeon generator cassette. 





2490 RETURN 


2500 LET C#="ROLE PLAYING GAME”:LET BS="" 


WOa2510 LET W=40:LET OS=96 


2520 FOR I=1 TO WsLET BS=B$+" ":NEXT I 
530 DIM R(15,15) ,F(8) 0124) 
540 DIM WS(11) ,T$(12) 
S50 DIM M(S) ,D(4,2) ,7(18) 
360 DATA"GR SWORD" "SWORD", "AXE", "MACE", 
"FLAIL" "DAGGER", "ARMOUR" | "AR nou" 
2570 DATA" ARMOUR”, "HELMET" ,"HEADPC. " 
2590 FOR J} = 1 10 1) 
2590 READ W$(I) 
2600 NEXT I 
2610 DATA"A GOOD BLOW", "WELL HIT SIRE", 
"THY AIM IS TRUE", "MISSED!" "HIT THEE! !" 
2620 DATA"THE MONSTER IS SLAIN", "NO LIGHT", 
"BROKEN THY “, "SPELL EXHAUSTED" 
2630 DATA"PRESS ANY KEY", "YOU NEED EXPERIENCE", 
"EXIT FROM THIS LEVEL" 
2640 FOR 1 = 1 10 12 
2650 READ T$(1) 
2660 NEXT I 
2670 DATAQ,-1,1 
2680 FOR I=1 10 


02 
Q2 
82 

2 


0 
r 


10, )7140 
PREAD D(1,1),D(1,2)2NEXT [1 


wax 279) 


2690 LET FI=0sLET DX=255:LET NF=0 
2700 LET TX=O:LET TY=Q:LET TF=OsLET TR=0 


2740 LET 











2720 LET NU=1sLET NY=L:LET RE=O:LET LT=0 

2730 FOR 1 = 1105 

2740 LET FS=FS+CHR$(0S+!) 

2750 NEXT I 

2760 DATAS9,117,73, 121,81, 129,69, 117,73, 121, 
B1,129,89,137,97, 145, 101,149 

2770 FOR I = 1 10 18:READ T(L):NEXT I: 
GOSUB 2930 

2780 RETURN 


paper 1:CLS 

BEF 500 paper S:ink 0 

©2810 PRINT C$;LEFTS (BS ,W- -LEN(C$) ) 

fe 2820 paper 2:ink 3 

©2830 FOR I = 1 TO S:PRINT LEFTS(B$,W);: 
NEXT I 


Ams 2840 paper rink t 


Ove 2850 FOR 1=1 TO 15:PRINT tab(1,5+1); 
LEFTS(BS,15);:NEXT | 
2840 paper {rink 3 
#2870 PRINT tab(16,7);"STR": 
2880 PRINT tab(16,10)s*VIT"s 
2890 PRINT tab(16,13); "AUR"; 
#2900 PRINT tab(16,16)s; "FACE"; 
& 2410 PRINT tab(16,19)3"EXP"3 
2920 RETURN 
2930 REM ### USER DEF'D CHARACTERS ### 


Conversions 


pate fe) 


oe 60: RETURN 


30 FOR D=i TO SO:NEXT D 

PRINT AT NYS NXSFS(NF) 3 

PRINT AT 17,16; "NESW, "(NF) 
SIF I$¢"1" OR 1$)"6* THEN GOTD 1046 
)+1220 


0 GOSUB 1L40e(SL=1) +1190 (SL 
(SL=23) +1204 (SL=4) #13008 (SL=5) 
+1390# (SL=6) +1130#(SL=7) 


790 LOAD “LEVEL" DATA $1) 
LET S$=O¢(1) 
Leave out this line 
LET R(X,Y)=CODE (S$ (1)) 
LET IX=CODE(S${1))-95 
LET IY=CODE(S#(I+1))-OS 
191@ LET LE=CODE (S$ (+2) )-0S 


4i 


ons for your computer. 

3170 LET AS=65:LET CO=05+6 

3180 LET Cl=CO+1:LET C2=CO+2:LET C3=CO+3; 
sLET C4=CO+4 

3190 LET CS=CO+O:LET CO=CO+7:LET C7=CO+8: 
LET C8=CO+12 

3200 RETURN 

3500 DATA 255,255,255, 255,295,259, 200, 200 

3510 DATA 56,56,16,56,84,16,40,68 

3520 DATA 28,28,8,30,40,40,20,18 

3530 DATA 56,56, 16,84,56,40,68,40 

3540 DATA 56,56,16,120,148,20,40,72 

3550 DATA 0,0,0,0,8,209,254, 221 

3560 DATA 0,0,0,0,0,0,0,0 

3570 DATA §5,170,85,170,85,170,85,170 

3580 DATA 0,60,24,60,126,126,126,60 

3590 DATA 0,56,100,114,95,73, 41,3! 

3600 DATA 20,42,20,20,93,93,62,99 

3610 DATA 60,126,255, 255, 255, 253, 255,255 

3620 DATA 60,102,195, 129,129,129, 133, 129 

3630 DATA 129, 66,36,00,36, 6,129 

3640 DATA 0,60,66,66,66,66,60,0 

3650 DATA 76,158,170,190,84,30,37,88 

3660 DATA 0,56,84, 124,56, 44,68, 102 

3670 DATA 0,8,28,42,127,85,65,34 

Add lines 4000-4030 trom page 35 

but this time replace CHR#(158) with 


CHRS{3i) in line 4016 
Add lines 5000-5086 from page 35. 





2030 LOAD "HERO DATA 9$() 

2040 LET $$=0$(1) 

2050 Leave out this line 

2070 LET OT=CODE(S$(1))-AS 

2090 LET F(1)=CODE(S$(P))-AS 

2130 LET O(1)=CODE(S$(P))-AS 

2160 LET GC=CODE(S$(P))-AS 

2170 LET TR=CODE(S$(P+1))-AS 

2180 LET C$=S$(P+2 TO ) 

2460 LET K$(1)=S$:SAVE "HERD" DATA K$() 

2470 LET LS(1)=TS:SAVE "LEVEL" DATA L&() 

2510 LET W=32:LET O5=144 

2530 DIM R(15,15):DIM F(8):DIM 0(24) 

2540 DIM WS{11,8):DIM T$(12,20) 

2545 DIM RS(1,57) DIM L$ (1,228) 

2550 DIM N():DIM D(4,2)sDIM 1(18) 

2950 FOR I=0 TO 143:READ A:POKE USR “A"+I, 
A:NEXT I 

2960 DIM CC4)sLET C(L)=0sLET C(2)=2sLET 
C(3)=6sLET C(4)=7 = 





BBC/Electron* Line changes for additional graphics: 

When you add a new user-defined syabal 

you must change these lines in the dungeon 
generator and gate aodule: 


CUNSEGR GEN 


& to this ae 


eech new syabal 
2 120 TO tbs 


350 SOUND 1,-15,J,2:RETURN 
360 SOUND 0,-15,7,3:RETURN 
2510 LET W=20:LET 0S=224 


2940 MODE S:VDU 23582023030; 0; 
2960 FOR I=0 TO 17:VDU 23,224+] 
2970 FOR J=0 TD 7:READ A:VDU A 
2980 NEXT d:NEXT I 











Commodore 64/Vic as HA te ENE auibee 
each new syabol. 
) =i GAME MODULE 
face ® *: with CHREUST)e* ": . 2950 FOR 1-0 70 i+ 
1085 PRINT wes hs : HC 2960 Add 8 to this nuaber 
i Q Leave out the word LET in these Lines SPECTRUM 2950 for each new symbol. 
1770 ,2010 Replace CLS with PRINT CHRS(147) BE BORON Te 10 gaia 
1790 OPEN 1,1,0, "LEVEL" Add 1 to this nuaber- 


1795 $$="":FOR I=! TO 3 for each new syabol. 


1800 INPUT#1, TPS:S$=S$+TP$ 
1805 NEXT I 
1810 CLOSE 1 
2030 OPEN 1,1,0,"HERO" 
2040 INPUT#1,S$ 
2050 CLOSE | 
2460 OPEN 1,1,1,"HERO":PRINT#1,S$:CLOSE 1 
2465 OPEN 1,1,1,"LEVEL":FOR 120 TO 2 
2470 PRINT#L,MIDS(T$,1#76+1, 76) 
2475 NEXT I:CLOSE 1 
2600 PRINT HMS;CHR$ (144) ;BGS(0); 
2840 PRINT BG$(1);CHRS(144); 
2940 GOSUB 4000 C64 ONLY = 
4010 Replace CHRS (1 [oe with CHR$(31) 5 GOSUB 5000:POKE 53281,0 
Add these lines from pace 25 350 POKE VS+1,d:POKE VS+4,33 
355 POKE VS+4,32:RETURN 
Vic ONLY « *SPECIAL NOTE FOR VIC USERS* 360 POKE VS+8,0:POKE VS+1!,129 
before tvping in or loading this program type in the 345 POKE VS+11,128: RETURN 
folicning: POKE 44,28:PQKE 442, 29:S¥9 (44924) 450 FOR D=1 TO 200:NEXT D 
0 36876, 0/2+128:FOR TT=1 TO S:NEXT TT 279) PORE 53280,0:POKE POKE 53281, 1: 
368760: RETURN PRINT BGSi1)5 
36877,0/2+128:FOR TT=1 TO S:NEXT TT 2795 PRINT CHR$(147);sFOR I=0 TO 
38770: RETURN 998:PRINT CHR$(32);sNEXT | 
FOR D=1 70 200sNEXT D 2797 POKE 33767 160: POKE 56295, 2 
LET W=22:LET 0S=96 2950 FOR I=0 TD 143:READ A: 
POKE 36879,24:PRINT BG${(1); POKE 36352+1,255-AsNEXT I 
PRINT CHRS(147)s:FOR I=0 TO SO4:PRINT CHRE(32); | 2960 VS=54272 
iNEXT I 2970 POKE V$+24,15 
POKE 4401, 160:POKE 38393,2 2980 POKE VS+5,9:POKE VS+4,0 
FOR I=0 TO 2047:POKE 5120+] PEEK (32749+1):NEXT I] 2990 POKE VS+12,9:POKE VS+13,0 
FOR [=0 TO 143:READ AsPOKE 6656+1,255-A:NEXT 1 3000 POKE VS+7,0:POKE VS,0 
POKE 36849, 205:POKE 36878,15 5000-5080 Add these lines 
from page 33. 
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BBC micro 3, 20 

Book of Lore 28, 29, 30, 31 
bugs 24 


CO (meaning of) 16, 20, 25, 26 
character 4, 5,6 


graphics 


loading character into 19 
loading dungeon into 17 
what it does 12, 20 
routines in 22, 23 


in Dungeon of Doom game 28 
new torch symbol 26 
user-defined 5, 16 


game module 22, 23 
tules 3, 28-31 
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save 
characters 10, 29 
dungeons 10, 17,28 
game 11, 23,31 

scores 7, 11, 15, 27,31 


creator 10, 14, 18,19,29 . hero 4,6 screen-handling 20 
loading into game 19, 30 ; secret 
saving 19, 29 idol 3, 28, 31 messages 26, 27 
types 4, 6, 7, 8, 10,29 initialization 13, 14, 15, 16, 18 squares 26 
Commodore 64 3, 20 listings 33-45 solo game 5 
conjure 21 load sounds 20 
conversions 34, 35, 39, 45, 46 dungeon 17, 30 Spectrum 3, 20 
general chart 32 character 19, 30 string 14 
data 12, 14-16 game 30 Veniable 1 
de-bugging 24 mace a1 subroutine 12, 13, 15 
; ake agICc at, action 20, 22, 23 
dimensioning arrays 15, 27 items 8, 27 conjure 
dungeon 8 messages 12, 14, 18, 29, 30 patient 
generator 10, 14, 16, 17,25,27 secret 26, 27 
levels 6, 9, 11, 28 mis-loading 24 torch symbol 26 


loading into the game 17,30 modification points 6, 7, 10, 29 


master 8,9 


trading post 8, 9, 27 
TSR Hobbies Inc, 4 


Dungeon of Doom 3; 6, 8, 10, 12 Necronomicon 8, 27,31 


program listing 32-46 


tules 28-31 foes 
f 
ale ae 25 listings 33-46 
Dungeons and Dragons 4 Quest 4, 30, 31 
Answers 
Page 14. 


M$(3) is the message “Thy aim is true”. 


The goblin is putting the monster in 
location R(14,14). 


There is a potion in location R(15, 12). 


Page 18 

Here are the “translations” of the lines 
that limit character-type: 

IF F(1,4)>8 AND F(1,7)>7 THEN LET 
C=3 

Ifthe intelligence score is more than 
eight and the aura is more than seven, 
then the character-type will be a mage. 


offset numbers 16, 19 


user-defined graphics 5, 16 


VAL 16, 21 
variable 17, 20 
Vic 3, 20 


IF F(1,1)>7 AND F(1,8)>5 AND 
F(1,1)+F(1,2)>10 THEN LET C=4 
Ifthe strength score is more thanseven 
and the morality score is less than five, 
and strength plus vitality equals more 
than ten, then the character-type will be 
a warrior. 


IF F(1,1)>8 AND F(1,2)+F(1,3)>12 
AND F(1,8) <6 THEN LET C=5 

Ifthe strength score is more than eight 
and vitality plus agility is more than 
twelve, and morality is less than six, 
then the character-type will bea 
barbarian. 
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antasy games notice board 


If you've really got the fantasy game itch them, the notices on these pages will 
now and wantto find out more about give you some ideas. 
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S 
ntasy game , 
@ Computer fa Y scesnellil @ Magazines for micro-users 
i laying Dungeon o} . 
a ar ene pe interested in scant ne best place to find out about computer 
tant games cher soa . es is ina computer magazine. Most 
a There are lots available in ae ou. Our ag for micro-users include reviews 
rend the descrip oa Co. games and some, like Games 
oon they don'tallinclude role-playind; Ce and Personal Computer 
e wich toe ee Peron of of ee inarticles on all aspects ® 
danadventure HO @ | puter gaming. There is even 
re clayitid games you should be able pies poe devoted entirely to adve oa rs) 
® one @ ra ntasy Games. Itis called Micro- 
to fina: j ? venturer and has news, critical e@ 
° The Hobbit by Melbourne Hons ape |O® Zevlewe articles and program lines that 
ja egeeiaa ee ane s on @ also ties — to games you have written. It 
ion is text-only). h ery useful “Adven 3 
Valhalla Wintersot oreo — oy bs age through which sce a 
and soon for Commocnnn for - pase) er readers’ advice if you havea e 
@ Ring of Darkness by Winters e em with a particular game. 
trum 48K. ™ 
® ee Holmes by Melbourne Hous © 
Available soon. y, A 
Fantasy board games is 


You may be inspired by games you play on your computer to try the non-computer variety. 
There are lots to choose from, using all sorts of settings. Most toy shops should have aselection. 
Here are just a few of those available: 

Dungeons and Dragons by TSR (the first fantasy role-playing game produced). 

Freedom in the Galaxy by Avalon Hill (a space fantasy). 

Gangbusters by TSR (1920s role-playing). 

Runequest by Chaosium (mythical world with monsters and magic). 

Champions by Hero Games (super-heroes with super-human abilities). i 


ut nn, , 
Publisheg i psPects Of that ae baa and 
Caters for nia by TSR URL, ones 
dames, altho fall sorts of roi" 
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games. Their circulation is more 
specialized so they are not generally 
available through newsagents, but canbe 
obtained through mail-order houses. 


= | Magazines gg 7° TOES 
©S for fanta featured strongly. If you buy just one copy 
Just as inthe ay fans of either of these magazines you will find 
games, th Case of Comput, addresses of game-stockists and mail- 
about fan east Place to di ea santasy order houses, role-playing scenarios you 
agazi tasy boarg es over More canuse and information on games, books 
The Dr erican maga PeCialist ond films that the fantasy gamer might 
English ne Which is algo magazine called enjoy: 
the makers of pS. is publish le in There are also smaller, less well-known 
Sal abo Dungeo nd Sobre magazines that cater for other fantasy | 
| 
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and television r steal games 

iffi ind other people t i , 
Ifyou have difficulty help you again. They a dae Lae ai magazines can 
thinking of a theme for your Crasimoff’s World, which a: games, suchas 


fantasy game, you should be 
able to find some inspiration 
in books, films or television. 
There are already fantasy 
games based on books, like 
The Hobbit, and board ; 7 
games based on television = 
programs, suchas Doctor 

Who. The game Champions 

is derived from comic 

strips. You could researcha 
period in history or basea 

futuristic game on your 

favourite piece of science 

fiction. Ps 
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naan books 
If you want to learn more about BASIC 
which is the computer language used in 
Dungeon of Doom, here are some Usborne 
earns will help you: 
“Introduction to Com; ing” 
Fete tin puter Programming’ 
“Better Basic” by B. Reffin-Smith and 
L. Watts 
‘Practise Your Basic” by N. Cutler 
Programming Tricks and Skills” by 
L. Watts and L. Howarth 





clubs and events 


mo 
eople Wit 
qomeet othet P oucan joim 


fantasy Jam 
‘sor 


enrolment fee to start and 
Play, too. You decide wha 
do, given the situation des, 
youare told the conseque: 
new situation to work from. 
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nyone can join. You pay an 
usually pay for each round you 
ta group of characters should 
Cribed, and in the next round 
nces of their actions and the 
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Usborne Computer Books 





“Highly recommended to anyone of any age. ‘’ Computing Today 

“Without question the best general introduction to computing | have ever 
seen. ”’ Personal Computer World 

“perhaps the best introduction around. . . outstanding. . .’‘Educational 
Computing 

“These books are outstanding. . . they make all other young people's 
computer books look meretricious. ‘’ Times Educational Supplement 


Guide to Computers Machine Code for Beginners 
Understanding the Micro Practical Things to do witha 
Computer and Video Games Microcomputer 

Computer Jargon Computer Spacegames 
Computer Graphics Computer Battlegames 
Inside the Chip Write Your Own Adventure 
Computer Programming Programs 

Practise Your BASIC Creepy Computer Games 
Better BASIC 


New Titles 


Programming Tricks & Skills Professional tips and tricks for better 
programming. 


Experiments With YourComputer An exciting introduction to scientific 
investigation with a microcomputer. 


Expanding Your Micro A detailed guide to add-ons and interfaces. 


Write YourOwnFantasyGames_ Astep-by-step guide to writing fantasy 
games, with program listing. 


Weird Computer Games, Computer SpyGames_ Short listingsto runon 
most main home computers. 


Mystery of Silver Mountain, Island of Secrets Unique adventure game 
books containing full program listings. 
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